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In praise of 
Deer Hunter 


Hunting for the future of the game industry 


very pundit, critic, analyst, paid lackey, observer, hanger-on, commentator and Monday- 

morning marketer spends a lot of time trying to draw analogies between this burgeoning 

industry and those that people in the real world actually understand. An old favorite is the 
film industry, which in the wake of something as inexplicably huge like Titanic starts to look more 
and more laughable (well, at least the scale of it all). 

Gathering of Developers head-honcho Mike Wilson uses a lot of music industry analogies, but 
they don’t really hold up to close examination. There’s the cost factor ($15 CD vs. $50 CD-ROM) 
and an enormous difference between the installed base of music CD players and Pentium-level 
computer owners. Then there's the press coverage lavished on the other entertainment indus- 
tries—you're probably 99.9% more likely to see the Spice Girls on your local newscast than a story 
about Sid Meier's latest game (and Sid is probably thankful for this). 

However, in Wilson's defense, the market is changing, fueled in part, no doubt, by the $1,000 
computer. A March issue of the Wal/ Street Journal reported that PC penetration has reached 
45% of the approximately 90 million households in the USA. The numbers are up 13% since 
1996, which means a significant number of these machines are capable of running many of 
today’s games. 

Now that a critical mass of hardware and potential users is now installed, what's going to hap- 
pen next? Marketers throughout the industry have been striving to tap some ephemeral cultural 
Zeitgeist by resorting to lowest-common-denominator tactics that would make Larry Flynt 
proud—"daring’ and “controversial” topics, hyper-violent ads, gratuitous T&A—and these are just 
the ads. What is the point of this? Is this how you reach these newbie computer users? 

The unfortunate reality is that games are still an abstraction and impenetrable to all but the 
devoted (such as yourselves), and the industry's hopelessly adolescent promotion doesn't help. 
Send a newbie into a software store and watch them walk out with their eyes glazed over—what 
the hell is all of this stuff crammed on the walls? 

One game, however, stands out. A game whose execution is as simple as its central concept. 
Deer Hunter, in its day-glow orange packaging, leaves the consumer with no questions about what 
they're getting themselves into. It requires no leap of faith, no reading of the box copy, no large- 
breasted women on billboards, or bathtubs of blood. If you buy this game, you're going to be able 
to kill Bambi. And the market has responded—it’s been the number one game since day one, out- 
selling products like Rebellion, Quake II and, tellingly, Myst and Riven. 

By any reasonable measuring stick, Deer Hunter isn't much of a game, but that's irrelevant—the 
industry needs more products like it, and those from Hasbro Interactive, to survive. It costs a lot of 
money to develop software, and with the increased financial stakes there is a reluctance to try 
things that don't follow a tried-and-true formula. This has directly led to the proliferation of clone 
products trying to ride the coattails of another product's success. The followers let the innovators 
take the risks, their logic being there’s a greater risk in taking chances. Unfortunately, there is an 
equally great risk in not taking chances. 

A few simple, inexpensive-to-produce “mainstream” products can fund any number of “real” 
games—the ones we want to play—that are either more niche-oriented or experimental—the film 
industry works on this model. Perhaps one or more of those “real” games will be crossover hits a /a 
Myst or Deer Hunter and a new genre will be born. By adding some financial stability to the indus- 
try, it’s possible that we'll again start to see innovation. 

So here’s a call for designers to take the next step and move beyond their current influences. 
This industry adopted a known model—at least initially, the board game—just as early TV and film 
adopted known models—vaudeville and one-act plays. The difference is that they evolved, for bet- 
ter or worse (or both) and the game industry has spent the last decade recreating the same prod- 
ucts over and over again. This is not the way to attract new people to the industry—we need more 
people getting more comfortable sitting at their computer playing games. We need fewer abstract 
game topics. We need more Deer Hunter. 

However, we in the cheap seats reserve the right to continue making fun of products like Deer 
Hunter, all the while secretly understanding their role in the continued health of this industry. 
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Intense real-time tactical combat 


Russell Hancock Sir Francis Woolridge Jerry McHale 
Inferno 
Nationality Nationality Nationality | American 
Primary Skill | Explosives/munitions Primary Skill | Marksman Primary Skill | Use of blades/close combat 


Background | Very quiet demeanor. Background | Cold and calculating Background | Extremely violent temper 
Keeps to himself. character. His commitment : when provoked. Loves to 
Explosive temper can result to the team intensified read poetry to relax. 


ge . a after his sister was killed , 
2g simran sees in a German bombing raid. Afraid of dogs. 


COMMANDOS: Behind Enemy Lines and Eidos Interactive are trademarks of EIDOS Pic. © 1997-1998 Eidos. All Rights Reserved. 
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You're in control— 
Commandos work for you! 


Name James Blackwood 


Nationality | Australian 


Primary Skill 


Background 


Champion swimmer/sailer 


Dissolute character. Vows to 
have alcohol problem under 
control. Could figure out a 

way to make an anvil float. 
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Crystal ball gazing 


A glimpse into the future of online gaming —By André Vrignaud 
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Real-time speech could help games such as 
Ultima Online be more accessible to players 


ow me 


ent looks at the current state of online 
gaming. We've looked at everything from 

TEN’s PGL, Kali’s future prospects, and online 
service financial models to an online persona’s 
personal responsibility. Let’s take a break from 
all that and consider the future of online gaming. 

The biggest issues we deal with in online 
gaming today are bandwidth and latency. 
Bandwidth can best be thought of as the pipe 
that data is transmitted through when coming 
and going to and from your system. For most 
people, the width of your “pipe” is limited by 
your modem. In the case of a standard 28.8- 
kilobit modem, your pipe is approximately 
28,800 bps (bits per second) wide. To put that 
in perspective, consider that most large busi- 
nesses have at least a T1 coming into their 
offices, which is 1.54 mega (or million) bits per 
second—approximately 50 times faster. (Note 
that “faster” isn’t quite accurate; the bits travel 
at the same speed, but more of them can be 
sent/delivered in the same time frame—hence 
the shorthand of calling a bigger pipe faster.) 

Latency is the time it takes for a packet (the 
“chunks” into which all information sent via 
TCP/IP on the Internet are broken down) to 
make a round trip from the sender to receiver 
and back to the sender again. This is often 
expressed as a “ping.” TCP/IP, by the way, is 
merely a protocol, or control system, for send- 
ing and receiving data, and is the system used 
by most PCs connected to the Internet. Most 
Local Area Networks (LANs) have a latency of 
less than 15ms (milliseconds, or thousandths of 
a second), which is why action games such as 


L ately we've been taking a variety of differ- 
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3 Have yeu seen-them yet? : 


Quake, Doom, and Duke Nukem 3D work so well 
on them. In comparison, a good, “low’-latency 
connection (low ping) for such games via the 
Internet is around 300ms—which is why it’s 
often difficult to have a smooth game when 
playing over the net. (Some games such as 
Quake do a great deal of prediction and latency 
masking, which does make them more 
playable over the net. However, no one argues 
that the majority of latency-sensitive games are 
far more enjoyable over a LAN.) 

Now that we understand these problems, 
let’s consider what future technology will bring 
over the next few years, and how it will change 
the online gaming experience for us all. The cur- 
rent front-runners for bringing inexpensive, 
high-speed net access to the home are xDSL 
and cable modems. Cable modems deliver T1- 
like speeds to the home, but have the limitation 
of sharing bandwidth among neighborhood 
users. Depending on how 
many people in your local 
neighborhood are access- 
ing the net at the same 
time as you, your band- 
width could be significantly 
less. However, due to the 
Current scarceness of cable 
modem subscribers, most 
users aren't experiencing 
this problem. Yet. xDSL is a 
variant of the technology 
used in ISDN (Integrated 
Signal Digital Network), a 
high-end connection which 
functions at around 128 
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kbps. Depending on the implementation (which 
is where the “x” comes in), xDSL promises 
speeds of anywhere from 256 kilobits to 1.54 
megabits (same as the aforementioned T1). 
xDSL also has the advantage of being its own 
dedicated pipe—or in other words, it doesn't 
have to share bandwidth with other users. 

Both solutions also promise significantly 
lower latency than current modems thanks to 
being fully digital. The modems we use now 
impose roughly a 30ms latency penalty every 
time data goes through and is 
modulated/demodulated between analog and 
digital data. Considering that there are four 
modems between you and any other gamer 
(your modem -> your Internet service 
provider's (ISP) modem -> their ISP’s modem -> 
their modem), you can quickly see where 
120ms of overhead is incurred. In contrast, if 
you stay fully in the digital domain (as ISDN 
does now), you only incur a 15ms penalty for 
passing through all four modems. 

So what does this mean for the future of 
online gaming? Plenty. Take a game such as 
Ultima Online—in the future, instead of having 
to pick up a physical CD before playing you'll 
be able to simply log on to the site and have 
game data streamed to you as needed. You'll 
also be able to “fit” more people in large-scale 
worlds. Lower latencies will smooth out the 
game play, and allow you to walk smoothly, 
without stuttering or warping. 

Other sorts of games also benefit greatly from 
increased bandwidth. Just think of playing a 
game of Quake with 500 simultaneous players! 
Even better, you'll be able to talk in real-time to 
people. Imagine playing a game of Quake where 
you don't need to stop playing every minute or 
two to type out a taunt—just yell it out! In addi- 
tion, large scale role-playing games are also nat- 
ural candidates for real-time speech. 

The list goes on and on. Just as the web (and 
the online world) in general will benefit from 
these technologies, so will online gaming. | for 
one can hardly wait for us to advance out of 
these (relative) dark ages and move into the 


gaming experiences of the future. # 
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Staid game clients such as TEN’s Java implementation have 
the potential of becoming graphically rich in the future 
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CAN YOUR PC SPEAKERS DO 


: a not | do-it-yourself iy implanting 
oe brain of someone ‘near-and-dear - 


d combat ‘AL for friends and 
_ foes alike. keri of 


are e pr renin fist aching ip BIGGER & BADDER THAN EVER | 
for the opportunity. — ne - ee es 3 Bigger, smarter, nastier ‘enemies than 
uc: a OU. ve ever fought before. We’ve given 


- You didn’t think you were the only of 
_ Bad-ass in town did you? = 


‘more danderdiis'y weapons, 
“igueher: armor, Or aver 
- teach them new skills and 
- abilities. of course, you’d - 
_ better make sure they’ re on. 
your side. ga era ee 


Fall shal love, ‘get married, and gen 
pimp your spouse for a little extra 
-chump-change. Hey, it’s a dark and 
dangerous world... m 


Sh SOL a few pals that are just as ugly. 5 


LEARNING IS FUN- DA-MENTAL 
Over 100 new skills, called. perks, 
available ire} learn during the course 


of your travels. Better to learn the 
_ Flaming Dragon Punch . 
from the crazed tribal = 
shaman or how to squeeze 
the trigger on your spiffy 
new Gauss-rifle faster 
‘than the next guy? 
Decisions, decisions... | 
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Spring cleaning 


Tidbits from the world of strategy and wargames —By Scott Udell 


he cover may say “July,” but as | write this 
we've just passed into Spring... of 
course, up here in Vermont the first full 
day of Spring saw over a foot of snow, but that 
was a week ago; now temperatures are climb- 
ing, the snow is almost gone, and the state is 
awash in mud—all signs that it’s time to start 
Spring cleaning. Getting into that spirit | 
thought I’d dedicate this month’s column to 
finally getting some of the bits and pieces I’ve 
been meaning to get to you, but that | haven't 
had room for in earlier columns. 

Starting out, let’s revisit April’s column 
[CGS+ No. 89]. For those of you who didn’t 
catch it, | talked about HPS’s Aide de Camp 2.0, a 
utility that facilitates play-by-e-mail of turn- 
based war or strategy games. | actually started 
on my first game set but quickly found that 
doing a beautiful set is hard (big surprise, 
that)—there’s lots of painstaking work if you 
want to make even a small map wherein each 
hex is customized. But while | could put togeth- 
er a simple set, | really want to do that fancy 
one, so off the project goes to the “one of 
these days” piles. 

The Spring cleaning part of all this involves 
two freeware utilities that serve a function simi- 
lar to Aide de Camp. The first—and simplest— 
of these is Todd Zircher’s V-MAP (see 
www.geocities.com/TimesSquare/6599/ 
v_map.html). Todd writes, “| wrote V_MAP to 
support my play by e-mail gaming. | wanted a 
program that was easy to use and easy to cre- 
ate new games for. It had to support my inter- 
ests in role playing games, micro games and 
the occasional wargame. As such, it is more 
flexible than ADC or CyberBoard, but has virtu- 
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ay scripts for Sturgis’ 1st Brigade 


have passed on, they plan to continue provid- 
ing new items for the games (being freebies 
they are not offering official support, but you'll 
likely find helpful fans on TalonSoft’s forums). 
You can download the editors from either their 
web site (www.talonsoft.com) or from the Real 
Unofficial Battleground Page (or RUBP—pro- 
nounce it as you will; the URL’s 
fly.hiwaay.net/~tiller/ — note the spelling of 
“hiwaay”), operated by the Battleground series’ 
chief designer/programmer, John Tiller. 
Apparently the RUBP is acting as a testbed for 
these expansions, as the editors first appeared 
there and a 32-bit version of the Gettysburg 
engine is up now too. The 32 bit engine gives 
you LAN play and sound mixing (sound effects 
now play on top of the music), plus add other 
small features (once they post a version of 
Shiloh—so | can test the system with Wilson’s 
Creek—l'll report further on it). Tiller has also 
posted scenarios created by users (including 
my humble reworking of Wilson’s Creek, called 
“Texan Troubles”). 

I'll close this with one more link, an interesting 
take on Sun Tzu’s Art of War by Garret Jones. 
Called The Art of RTS War, Garret’s taken Sun Tzu’s 
precepts and rewritten them in terms of real-time 
strategy games. You can find his text at 
www.neurogamer.com/ts/strategy/ 
artofwar.shtml. 


: The editor for the Civil War Battleground 
» games; here I’m checking out one of the 


ally no gaming mechanics.” V_MAP is a very 
basic tool—it lets you define a set of pieces 
and a map board, then is pretty much freeform 
from there. You can place pieces, 
flip them, delete them, move 
them, and save the result. There is 
no replay function, little restriction 
on placement, and basically little 
else—it’s completely freeform, 
which means it lets the player do 
what he or she wants but doesn’t 
support them much. 

More involved is Dale 
Larson's CyberBoard 
(www.execpc.com/~dlarson/ 
cyberboard.html), a tool that Todd 
graciously mentioned in his note 
to me, but which I've been watch- 
ing for some time. Still in beta, 
Dale keeps working away at it (he 
says “Sometimes | don't know why 
| call them Beta's since CyberBoard 
is one of those eternal works-in- 
progress”). This Windows-based 
utility is much closer in concept 
and execution to Aide de Camp and 
Aide de Camp 2.0, which means it's 
more structured (and less free- 
form) than V_MAP. Being 
Windows-based it’s certainly clean- 
er than the original Aide de Camp, 
and with it’s current price (free) it’s 
got that on Aide de Camp 2.0. 

TalonSoft has released (for free) 
editors for their Civil War and 
Napoleonic Battleground games 
proving that, while the series may 
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...and Zircher’s V_MAP, both displaying 
sample versions of the small wargame 
Battle for Moscow 

(see grognard.com/bfm/game.html) 
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The Myst phenomenon 


Why it’s unlikely to happen again —By Cindy Yans 


The Stoneship Age 


trus and Catherine lived for twenty 

some-odd years on this little island with 

their psychopathic progeny. Where do 
they sleep? Is there no indoor plumbing? Atrus 
in his creepy library doing research on borbo- 
rygmy... Catherine climbing electrical poles... 
An entire Age that was relegated to a ship ina 
stone... No cable guy... We were supposed to 
buy this? Well we did. Literally. By the millions. 

Myst turns five years old this year, and 
throughout this entire time, it has never left 
the best seller list—of game software and often 
(more impressively), software overall. Its sequel, 
Riven, didn’t even come close, except in the 
month or so following its release. Right up 
there with Trophy Bass, Deer Hunter, Barbie 
Fashion Designer, and other countless titles that 
came and went, Myst offered crowd appeal. 
Still does. People who don’t even own comput- 
ers sport multiple copies on their bookshelves. 
A few copies were spotted among the Kwakiutl 
tribes of the Pacific Northwest. Even my par- 
ents, approaching octogenarianism, have 
heard of Myst—imagine such information in 
the ken of one who said to me not more than a 
month or so ago (completely ingenuously), 
“You know, If I’m not mistaken, these here 
computers may very well one day replace the 
typewriter.” (I didn’t tell him.) 

So, yes. Myst is a classic—certainly a classic 
to the mainstream public, but one that many 
core gamers have shunned. This is probably 
true because Myst in its heyday received so 
much attention from the mainstream media 
that hardcore gamers adopted a snobby atti- 
tude: “Oh that. Not a real gamer’s game... After 
all, Newsweek covered it.” And we didn’t see a 
heck of a lot about Riven in the gaming press 
during the months prior to its released. Are 
they crazy? Or did they just forget? Myst, in its 
time, was a brilliant game; a groundbreaking 
game that paved the road for countless clones. 

In the days of Myst, it was conceivable for a 
couple of brothers (Robyn and Rand Miller, to 
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be exact) to make a 
game in someone's 
garage (cue the Judy 
Garland tape); and 
Sell it; and succeed. 
Was that only six or 
seven years ago? 
Nowadays with small 
companies being 
absorbed by giant 
mega-corporate 
Handi-Wipes, the 
only thing a garage 
game can generally 
be is a prototype 
(unless the designer 
is already a “name’). 
And tiny develop- 
ment teams can offer 
them up as sacrifices to showcase their talents, 
shouting “Hire me. Hire me! See? I’m really ded- 
icated! | made this in my garage for God's sake! 
And my buddy here did all the artwork! And 
the dog headed up Quality Assurance!” Once in 
a while, the prototype is actually produced 
(Meridian 59, for example), but more often the 
talent is hired and put to work on the next 
sequel or clone product turned out by the Big 
Boys who can’t (or don’t want to) afford to take 
risks—a small price for the starry-eyed game 
maker to pay for things like health insurance, a 
cafeteria, and a 401K. 

Clones, sequels and “revivals” sell, as we see 
in film (Grease again?), stage (anyone for anoth- 
er Oklahoma!?), and literature. And since it’s 
obvious that the gaming industry has exploded 
over the last decade, and production capital is 
no longer a drop in the bucket (“You are at the 
end of a long road. There is a shack to the 
east”), it's easy to see why we are likely to see 
Leisure Suit Larry XXVIl before someone takes a 
true step out of the ordinary. And anyway, 
what is out of the ordinary any more? New 
ideas, a new slant... these are very hard to 
come by. We're jaded. We've seen it all before. 
And we're petulant. Myst’s mysterious box with 
a manual full of nothing but blank pages, the 
excitement of being in a strange and peculiar 
place with no set goal; these are old hat at this 
point. Full motion video is still being utilized 
with the precept that reproducing a sense of 
true realism is somehow innovative (leave it to 
the film industry, please). And, oh, it’s certainly 
possible that in another 10 years, new technol- 
ogy (which this industry has been pushing hard 
for decades) may offer entirely new possibili- 
ties. But until then, we probably won't see the 
likes of the Myst phenomenon any time soon. 
We know it. The Miller brothers know it, and 
will produce no more sequels. And as for sales 
figures... well, we can all wonder what would 
have happened had Riven been named Myst II. 
For what's in a name? Very often, big bucks. @ 


do... a new idea-then. 
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had somewhere to sleep 


Fortress of the Mechanical Age. Get geared 


Furs 


w 
QvVICk. strikke fast and BLOW before they Kno 


jes 


RS 


+rRiIsT me. 


You don’t want any of what 


| got for 


36 


As the worlds turn... 


The yin and yang of simulation design —By Ben Chiu 


hether it’s the CEO of a major corpora- 

tion, a battlefield general or a simula- 

tion designer, doing a good job seems 
to boil down to the same thing—exploiting 
resources to their maximum potential, which is 
a sort of glorified balancing act. Not surprising- 
ly, balancing acts are older than the concept of 
yin and yang (more or less the Far Eastern 
equivalent version of what's referred to in 
Western culture as the often-dreaded pendu- 
lum). Whether it’s good and evil, action/reac- 
tion, credits and debits, market forces or fash- 
ion trends, all opposites must eventually reach 
a balance. After that, we have harmony. At least 
that’s the theory. 

Even though the allocation of funds seems 
to be primary objective for nearly everything 
these days, it’s only part of the equation when 
discussing simulation design. Simulations by 
definition simulate something, and since every- 
thing is related to something else, what you 
simulate must relate to something else simulat- 
ed. [Got that? —-ed] The broadest classification of 
this related “something” is the world in which 
our re-creation operates within. Within virtual 
worlds, as Andy Hollis of Jane’s Combat 
Simulations puts it, when designing a sim 
there’s only a finite amount of computing 
power available at any one time to work with. 
In the simplest terms, this limitation forces you 
to either have a very detailed small world, or a 
larger less detailed world. 

Jane's Longbow, Longbow 2 and F-15 quite 
readily illustrate this concept. Because both 
Longbow games focus on relatively slow mov- 
ing aircraft [swing...], it fits well within a small 
world very detailed world. On the other hand, a 
fast-mover like the F-15 [swing...] can cover 
the operational range of an Apache helicopter 
in several blinks of an eye, requiring a much 
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ely populated 


larger (and relatively less detailed) world. Note 
that “less detailed” does not necessarily mean 
less total objects/simulation elements, but less 
per unit area (sparser). This principle applies to 
non-combat sims as well. 

Microsoft Flight Simulator has literally mod- 
eled the world [swing...] since 
version 5.1. Their plan seems to 
be model a large world with 
pockets of detail, with addition- 
al detail added later (usually via 
add-ons). Flight Unlimited 2 
[swing...] takes a different 
approach. It models a small, 
hyper-detailed area of the 
world, and from all accounts 
intends to expand by creating 
additional small detailed areas. 
lronically, both products theo- 
retically have the same goal 
(recreating the world in detail) 
and once finished (assuming 
one ever gets finished), they'd 
likely revert back to creating 
small highly detailed areas 
again. Is this yet another swing 
of the proverbial pendulum, or 
is it a vicious cycle? 

The basic problem with such 
grand plans (including elec- 
tronic battlefields) is that due 
to the standards that the 
(maturing?) simulation public 
has come to expect (and it's 
getting higher all of the time), 
the lead times required to 
develop simulations has been 
steadily increasing. By the time 
that most of these modeled 
worlds get filled in (or battle- 


Jane’s F-15 may be as populated numerically, but in 
simulating a fast-mover things need to be spread out 


fields equipped), you run the risk of the underly- 
ing technology becoming obsolete before the 
line is ever completed. Wholesale technology 
upgrades have happened, but revolutionary fea- 
tures and/or loyal following seems to be 
required. Then there’s always “what not to do.” 

One particularly interesting rumor that’s been 
floating around the office is that there may bea 
new trend. Because simulations have become so 
complex and processor hungry, companies are 
actually considering holding off release until the 
hardware becomes powerful enough to handle 
it. [swing?] This is admittedly difficult to believe 
when you consider this is an industry where 
software is released usually before it's ready just 
to cash in on the holidays. But perhaps, just per- 
haps, someone has learned that a bad reputa- 
tion is harder to shake-off than anxious stock- 
holders looking for returns on their investments. 
Is anyone (including end-users) really that disci- 
plined to resist the pressure? 

If the pendulum ever comes to rest in the 
middle of our real or virtual world, it may signify 
the end of the broad spectrum of simulation 
subjects and approaches we now enjoy. After all, 
jack-of-all-trade, master-of-none products all 
done the same way might grow tiresome. So let 
the pendulum swing—if we don't like it, it'll 
eventually swing the other way. @ 


Flight Unlimited 2’s flight area may be 
small, but it allows for ultra detail 
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KEYBOARD CONROLS / REQUIREMENTS 


or some reason, in the history of gam- 

ing, there’s always been a great divide 

between RPGs created for the PC, and 
RPGs created for the many different con- 
soles. A divide not in quality, but in style and 
gameplay. Now that technologies have 
advanced, and game companies are seeing 
the lucrative prospects of cross platform 
publishing, we’re seeing more and more con- 
sole titles show up on the PC, and vice versa. 
Final Fantasy VI is one of the biggest thus far 


to come to the PC. With a strong story-line, 
an immense amount of gaming hours, and 
up-to-date technology including 3Dfx sup- 
port, Final Fantasy VII crosses the great 
divide with aplomb. 

This demo will allow you to explore the 
area of Mt. Corel, and speak and interact 
with many of the citizens from North Corel. 
The characters that you'll be able to control 
are Cloud, Barret, and Aeris. The demo starts 

: your characters out at a relatively high level, 
Movement and Menu Selection so you'll be able to see some of the incredi- 
ble higher level spell effects. 

Requirements: Windows 95, 133MHz 
Pentium or higher, 32MB RAM, 3Dfx card + 
Publisher: Eidos Interactive * www.eidosinterac- 
tive.com * Technical Support: 415-547-1244 


Action (OK button) 


Cancel, Run (in field when used 
together with arrow keys) 


Menu 
Space Bar Swit ch 


Page Up (in menu), Escape from 
battle (together with Page Down) 


Page Down (in menu), Escape from 
battle (together withPage Up) 


Highlights targets (in battle) 


Pause (during battle) 
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Help pointers (in field) and Help 
window (during battle) 


Quit 
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-COM Interceptor is a real-time space 

flight game, with strong strategic ele- 

ments. It’s the year 2067, and Earth has 
depleted its valuable resources. In a move to 
try and stop the slow decay of civilization as 
we know it, Earth’s major corporations have 
turned to “The Frontier” to search for new 
sources of raw materials. As you might have 
guessed, we aren't the only ones interested in 
resources in the frontier, some old friends 
have also dropped by to see what they can 
find. Without these valuable resources, earth 
will surely parish into a dark age. 

You'll take command of an elite force 

meant to combat 


the alien scourge 
on their turf— = 
outer space. e 


You'll be fighting 

ship-to-ship as you try and expand Earth's Jige 

corporations and X-Com outposts. ka CS). rn ee 
The demo that we've included is somewhat 2% 

limited, but it allows you to go into combat ~ 

versus a Small alien force. It'll at least give you . 

a good idea of how the action portion of the 
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game will play. INITIAL BASE BUILT 
Requirements: Windows 95, 166 MHz 

Pentium or higher, 16MB RAM « Publisher: 

MicroProse * www.microprose.com * Technical 


Support: 510-522-1164 Dive (Nose Down) 


Climb (Nose Up) 
Bank Left 

Bank Right 

Roll Left 

Roll Right 


INCOMING MESSAGE FROM FUTUREHEAD 


Increase Throttle (10% increments) 
Decrease Throttle (10% increments) 


Select Next Target Toggle Reverse Throttle 


Select Previous Target Maximum Throttle 


Select Closest Enemy Target Zero Throttle 
Select Target Currently in Sights Afterburners (hold) 


Fire Beams Hyperspace (End Mission) 


Fire Missile 


Link Beams/Full Beams/Unlink 
Beams (toggle) 


Next MFD Mode 


Previous MFD Mode g Quit Demo 


CGCDROM INSTALLATION INSTRUCTIONS 


Still having problems? Send a description of the problem along with your system configura- 
Place the CD disc in your CD-ROM drive. The disc will autoplay. If it fails to do so, right click on your CD-ROM icon (located in tion to cgcdtech@cdmag.com, or mail a letter with the same information to the address 
“My Computer’) and select OPEN. Double-click the “Install” icon. below. If you have a defective CD-ROM, a replacement can be obtained by sending the origi- 
nal CD to: 


Computer Games 
Place the CD in your CD-ROM drive and choose File, Run from the Program Manager. Type “D:\iINSTALL,” where D: is the , tp St. 
letter of your CD-ROM drive, and press ENTER. Follow the instructions on screen. After installation is complete, Richmond, VT 05477 


double-click the created icon to start. ATTN: CD replacement 
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utwars is Microsoft's latest 3D shooter, 

which offers hopping around with 

jump jets as its standout feature. In the 
retail version you'll have a diverse choice of 
weapons to use, including grenade launchers, 
plasma rifles, proximity mines and more. 

The demo lets you play two missions: a train- 
ing one in which you'll have to destroy two tar- 
get silos, along with a SAM launcher; and a sec- 
ond mission challenging you to destroy five 
alien silos, and 
protect a Sci- 
ence vessel. utwa rs 
One thing to 
remember: keep an eye on the fuel gauge in 
the lower right hand portion of your screen lest 
you freefall to your death while jump jetting 
across ravines. 

Requirements: Windows 95, 133MHz 
Pentium, 16MB RAM = Publisher: Microsoft « 
www.microsoft.com 
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mix of action, racing, and mercenary 

trading, Vangers is quite a far cry from 

the games we're used to seeing from 
Interactive Magic. When mankind's technology 
evolved to the point where it was possible to 
detect alien forces, society became fragment- 
ed into small clans throughout many different 
worlds, and that’s where the game picks up. 

Vangers has a complete physics model, and 
nine worlds of multi-level terrain. You can 

trade,-explore, 
and fight to 
V earn money 
a ngers for upgrades 
to your vehi- 
cle, of which there are dozens of vehicles to 
use and customize. 

Requirements: Windows 95, 133MHz Pentium 
or higher, 16MB RAM = Publisher: Interactive 
Magic * www.imagicgames.com «Technical 
Support: 919-461-0948 
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explore, the latest 3D iso- 
metric action/roleplaying 
game from I-Motion, 
challenges players to raise a 
party of four heroes, and go ona 
quest to find Hexplore, the 
sacred book that reveals the 
location of the Garden of Eden. 
One of Hexplore’s main fea- 
tures is its four player on-or- 
offline multiplayer capability. In 
the full version, choose from 
three difficulty settings and 
among 16 characters to explore 
more than ten universes. 
The demo starts off nice and 


Hexplore 


slowly, giving you instructions as 
you go. As your adventure con- 
tinues, you'll be able to talk to 
and recruit other characters to 
help you out, and since this 
demo gets quite a bit harder in a 
hurry, you'll certainly need them. 
Requirements: Windows 95, 
100MHz Pentium or higher, 16MB 
RAM + Publisher: |-Motion + 
www.imotion.com + Technical 
Support: techhelp@imotion.com 


ommand & Conquer was one 

of the first games, along 

with Warcraft, to start the 
real-time strategy boom. Now 
countless companies have fol- 
lowed in Westwood and Blizzard's 


Comman 
Conquer: 


footsteps. Even though the game 
has been out for quite some time 
now, Westwood has finally 
released a demo version of it (for 
all four of you real-time strategy 
gamers that don't have it). So 
we've decided to include this clas- 


sic, and for those new to gaming, 
start your real-time strategy gam- 
ing with one of the first and best. 
This demo will get you started 
off well You can play either the 
Soviets or the Allies, and you've 


ed Alert 


got a couple of missions to wet 
your appetite with. 

Requirements: Windows 95, 90 
MHz Pentium or higher, 8MB RAM + 
Publisher: Westwood Studios + 
www.westwood.com * Technical 
Support: 714-833-1999 


i ghe Green 


Golden’ Tee" 


Golf ‘98 


resh from the console 
world, Golden Tee Golf ‘98 
is now available for your 
PC. The full version includes six 
highly detailed courses, three 
for regular play and three for 
tournament play. Golden Tee ‘98 
has an intuitive swing system, 
using the up and down motion 


of your mouse. You click to start 


your swing, draw the mouse 
down for your back stroke, and 
then rush it forward for your for- 
ward stroke. Going in a diagonal 
motion either left or right helps 
aim your ball. This demo lets 
you take up to four players 
through three holes. 
Requirements: Windows 95, 
100MHz Pentium or higher, 
16MB RAM * Publisher: Incredible 
Technologies Inc + 
www.itsgames.com 
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You command turn of the century tanks, 
battleships and observation balloons. 
They command 200-foot Fighting Machines. 


Size doesn't matter. 
Strategy does! 


It's not how big your units are, it's what you do with them. When the Martian war 
machine lands on the green and pleasant land of 19th century Britain, 
strategy is all you've got. And in this revolutionary non-linear war, you ll need It. 
Deploy your forces anywhere on the map of Britain. Choose your missions. 
Pick your battles. Because you can lose a battle and still win the War. Maybe. 
It’s your primitive tanks against their Fighting Machines. Your biplanes against 
their Flying Machines. Your observation Balloons against their Xeno-telepaths. 
150 30 rendered units stand between you and Martian domination. 

Or experience strategy from the other side and play as the Martians! 


JEFF WAY NE’S 


the original British invasion 


Based on the classic novel by H.G. Wells and featuring a fully remixed 


45 minute score licensed and composed by best selling artist Jeff Wayne 4 Be 
Se 
poi, . GT Interacti | eee An 
° Rage iV ce = é 
Software ple ae, at ame io di 
www.gtinteractive.com Pitas 


Available soon at your local retailer 


"The War of the Worlds" © 1998 Rage Software Limited. All Rights Reserved. Published and Distributed by GT Interactive Software Corp. GT is a trademark and 
the GT Logo is a registered trademark of GT Interactive Software Corp. The Story, script, artwork and logo from Jeff Wayne's Musical Version of "The War of the 
Worlds" © Ollie Record Productions. The musical score from Jeff Wayne's Musical Version of "The War of the Worlds" © 1978 Jeff Wayne Music (Publishing) 

Ltd. Microsoft ® and Windows ® are registered trademarks of Microsoft Corporation. All other Trademarks are the property of their respective companies. 
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ne of the latest trends in gaming 
seems to be to combine real-time 


strategy with first person 3D action all 


in one title. Ripcord Games’ Armor Command 
is the latest one to jump into the fray. As 


usual, it’s up to you 
to stop an alien 
invasion, this time 
by managing tacti- 
cal command and 


watch the action unfold. 


Requirements: Windows 95, 90OMHz Pentium or 
higher, 16MB RAM, 3D accelerator * Publisher: 
Ripcord Games, www.ripcordgames.com * 


Technical Support: 206-654-7065 
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or those baseball fanatics 
out there who aren't into 
actually stepping up to the 
plate and taking a swing at the 
ball, but who might enjoy the fran- 
chise management aspect of the 
professional sport, here’s Baseball 
Mogul 99, Infinite Monkey’s latest. 
Not just aimed at baseball fans, 
Baseball Mogul 99 aims itself 
squarely at resource management 
gamers, such as fans of SimCity 
and Civilization. Mogul 99 lets you 
do almost anything that’s possible 


in return for: 


Norberto Martin (2B) 
{Orlando Palmeiro (CF) oe 


No Thanks Tony Phillips (LF) 
W 


Armor uh 


overseeing individual battles. Armored 
Command incorporates the tactical strategy of 
the latest real-time games, along with single 
unit control and resource management. Up to 
four players can duke it out over the Internet 
or a LAN. The full version includes 44 levels of 
strategic-action, while this demo includes two 
missions. One is actually participate, and one 
is anon-interactive movie where you can 
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in real life baseball franchises. The 
full version lets you change line- 
ups, bring up minor leaguers, 
make trades, sign free agents, and 
even determine ticket prices. The 
first time you start up the demo, 
you'll have to name each team, but 
this only takes a few minutes and 
is relatively painless. 

Requirements: Windows 95, 
486DX2/66 or higher, 16MB of RAM + 
Publisher: Infinite Monkey, 
www.imonkey.com « Technical 
Support: 612-559-5301 


scout 


missile 


haraoh’s 


or those of you who like 
puzzle games, but are look- 
ing for a little more spice, 
something to keep those Quake // 
keyboard skills alive (well, perhaps 
not that intensive), here’s 
Ambertec’s Pharaoh’s Ascent. 
Combining a smidgen of action 
with some brain twisting puzzles, 
Pharaoh’s Ascent is a perfect game 
to get hooked on. With 91 levels 
to put your noggin to the test in 
the full retail version, it’s no walk 
in the park either. This demo let's 
you play seven of those 91. If you 
should take too many attempts to 
complete any one room, the God's 
will give you the option of receiv- 
ing hints, in the form of a short 
demonstration to get you started 
on the right path. 

Requirements: Windows 95, 
486DX2/66 or higher, 8MB of RAM + 
Publisher: Ambertec, 
www.ambertec.com * Technical 
Support: info@ambertech.com 
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Tired of a slow connection when you're playing your online games? MindSpring offers a fast, 
reliable connection to the Internet - which means you'll spend more time playing, not waiting. 


With MindSpring you get a full suite of software, a top-rated browser, and: 


» Free 24-hour award-winning technical support 

» 56k connection available in many areas 

» Flexible pricing — from $6.95 to $19.95 a month for unlimited access 
» Local phone access to Internet in over 320 cities 

»A no risk, 30-day money back guarantee 


MindSpring 


Internet Services 


@F=1 1 Ke) | bi iasi= 


888-677-7464 
(888-M-SPRING) 
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IN DEPTH GAMEPLAY 


REAL-TIME, TURN-BASED OR SIMULTANEOUS 
TURN-BASED PLAY 


@ OPTIONAL PAUSE TO GIVE ORDERS 
@ COMPLETE SCENARIO EDITOR BY GAMERS. FOR GAMERS." 


VYAWANVA TAs) @)FENYAL exe) a8) 
@ MULTIPLAYER CAPABILITY: LAN, MODEM OR OUR fe ti 2 E-Mail Sein y | 
OWN FREE INTERNET MATCHING SERVICE uestions’ E-Mall Maxe @ interplay.com 
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A Sport's latest Triple Play 
is a stat trackers dream, 
with over 1300 stats per 
player. You can play complete 
seasons (with many dif- 
ferent game varia- 
tions), or take your 
team through multiple 
seasons in career mode. 
There are six different modes of 
play, including exhibition, home 
run derby, tournament, all-star, 
playoffs, full season and Internet 
play for up to 30. Expansion 
teams the Tampa Bay Devil Rays 
and Arizona Diamondbacks are 
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also included, along with a draft. 
This demo lets you play a por- 

tion of the Home Run Derby, 

and includes star players Ken 


Triple Play 


Griffey Jr, Albert Belle, and Paul 
O'Neal, plus many, many more. 
Requirements: Windows 95, 90 
MHz Pentium or higher, 16MB 
RAM * Publisher: EA Sports, 
www.easports.com * Support: 


www.ea.com/techsupp/ 


w 


roc:.L 


nterplay had an instant classic 
on their hands when they 
released the original Descent. 
They then released Descent // 
which also received a warm wel- 
come. Now they hope to take the 
series just a little further, and out 
into open space with their 
upcoming Descent: FreeSpace - 
The Great War. Not only will you 
be able to fly spacecraft in ship- 


FreeSpace 
Great War 


to-ship combat, but you'll be 
able to command your flight in 
this epic space battle. 

This demo is not playable—it’s 
merely a non-interactive trailer. 
However, it will give you an idea 
of the way the game looks, and 
how battles will play out. It'll also 
give you some idea of the fea- 
tures Interplay is planning for 
this title, which should be on 
shelves around the time you're 
reading this. 

Publisher: Interplay, www.inter- 
play.com 


he gaming industry is full of quirky 
mascots such as Mario, Sonic the 
Hedgehog, and Gex. Now there’s a 


Tit} of the Gobbos 


new kid in town—Croc, one of those creepily 
cute animals seemingly designed for cross 
promotions and marketing. The full version 
of this free-roaming 3D adventure includes 
45 levels with 250 individual game arenas in 
which to play. Croc must rescue his friends 
the Gobbos from the evil Baron Dante. You'll 
need all 13 different styles of movement and 
attacks to get through nine bosses and 40 
different enemies. 

Don't be fooled by the cartoony graphics 
and cute noises emanating from Croc; it takes 
some serious coordination to master this 
game. This demo provides a variety of graphics 
options, including resolutions all the way up to 
a still-playable (with a monster machine) 
1024x768 (although the 640x480 3Dfx version 
is quite appealing). 

Requirements: Windows 95 * 133 MHz 
Pentium or higher * 16MB RAM = Publisher: Fox 
Interactive * www.foxinteractive.com * Tehnical 
Support: None 
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A SPECIAL MINI-GUIDE FROM 
EIDOS INTERACTIVE AND 
BRADYGAMES STRATEGY GUIDES 


| Mako Reactor No. | 


Cloud's first challenge is to destroy Shinra’s Mako Reactor No.1 by setting a bomb in the reactor’s core. The path here is fairly linear and 
the enemies are a breeze. This is a good time to build up Cloud a level or two, but keep an eye on your health and make sure you save 
when you get the chance. A large machine known as Guard Scorpion protects the reactor. 


a 


Boss Tips: 

[ Fighting the Guard Scorpion is an easy way to 
get acquainted with Final Fantasy VII's battle sys- 
tem. Many enemies are vulnerable to at least one 
element (Fire, Water, Wind, Poison, Gravity, Holy, 
Earth, Ice, or Lightning). In this case the Guard 
Scorpion is vulnerable to Lightning, so Cloud's 
Bolt spell is particularly effective. Also, watch out 
for the Boss’ tail. When the Guard Scorpion starts to convulse and raises its tail above its body, you'll know it’s prepar- 
ing to counter attack with its Tail Laser. When this occurs, hold off on your attacks and heal your characters or just 
defend until the Guard Scorpion lowers its tail. If not, the Guard Scorpion will counter each of your attacks, causing 
massive damage to both Cloud and Barret. 


After the battle you have 10 minutes to clear out before the bomb explodes. Race back the way you came, but don’t 
forget to rescue Jessie; if you don't, you won't be able to get past the security doors. 


* 100 
eee 
After visiting Tifa’s bar, Tifa’s Seventh Heaven, you'll want to 
explore the slums. You should pick up new armor for everyone, 
rest if you need to, and visit the training room to acquire your 
first "All" Materia. You should also purchase an additional 
‘Lightning" and "Restore" Materia from the local shop. 


Materia Tip: 

| For now, you should combine the "All" Materia with either a 
"Lightning" or "Restore" Materia. The enemies you'll soon be fac- 
ing are particularly vulnerable to Bolt, so you can eliminate an 
entire group of them in a single shot with the Bolt-All combina- 
tion. However, if you're into conserving your MP and relying 
more on might than magic, the Cure-All combination will make 
it much easier to maintain your party’s HP instead of attempt- 
ing to restore your characters health one person at a time. | 


_{Sector 5 _ 


As the team races from car to car during the train ride to Sector 5, 
Cloud can collect an item from one person in each car. You must 
move quickly to avoid being caught, but it’s well worth it trying to 
collect the items. How far you get inside the train determines how 
far the team has to walk to the next reactor. The earlier you get 
caught, the farther the walk. 


The second reactor is much like the first minus the Guard Scorpion. 
Walk to the reactor’s core, place the bomb, and then make your way 
to the exit. There's no time limit, so feel free to look around.To exit 
the area, you need to hit the switches at exactly the same time with 
Tifa and Barret, which can be a pain, but there’s no penalty for mess- 
ing up.When you get outside, you'll face another boss, the Air Buster. 
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Boss Tips: 
Air Buster is a formidable opponent, but 
the team has it surrounded giving them a 


Strategic advantage. From this position, you 
can attack Air Buster's backside, causing additional damage with each hit. Air Buster's strong attacks will also quickly 
build up your party's Limit Breaks as long as you keep everyone healthy with Cure spells. 


Forgotten Chapel 


During Cloud’s second encounter with Aeris, the flower girl you met earlier, several 
Shinra soldiers will chase after you. To save Aeris from Shinra’s onslaught, push the 
barrels off the rafters. 


Once you're safely outside the church, you should check out the Sector 5 Slums and pay 
a visit to Aeris’ house. Getting inside is relatively easy, but getting out takes some work. 
WALK along the railing and down the stairs to avoid disturbing Aeris. Outside the house 
you'll find an Ether and a "Cover" Materia lying in the garden. 


Turtle’s Paradise Flyer #1: 

While you're in Sector 5, don't forget to stop by the house on the east side of town. 
Upstairs you'll find the first of six flyers relating to the Turtle’s Paradise Quest. Also, 
speak with the sleeping boy. He'll hint at something hidden in his dresser. Take a peek, 
but leave the 5 Gil alone and return here later. Once the boy wakes up, he'll use his sav- 
ings to purchase a Turbo Ether, which he gladly gives to you. 


Cut through Sector 6, the path west of Sector 5, to reach the gate to Sector 7. Be 
careful though: Sector 6 is the home to some nasty enemies! 


Wall Market 


Your goal here is to find your way into Don 
Corneo’s Mansion. To accomplish this task, visit 
the mansion at the north end of town where 
Aeris will reveal a rather disturbing plot to dress 
up Cloud as a woman. The only two items you 
need are a dress and a wig, but the better the 
items and the more items Cloud collects, the 
more convincing he'll be as a woman. 


To get the dress, visit the Dress Shop, and then 
visit the Bar and speak with the Dress Shop's 
owner. You must choose a dress that’s "soft" and 7 
"shimmers" to get the best dress, the Silk Dress. _ =e eS SS ee 
Return to the Dress Shop and try on the dress 1 NuUrtie Paradise News 
you chose. Then visit the Gym and earn a wig by 

competing in a squatting contest with one of 
the Gym’s members. If you win, you'll receive the 
Blonde Wig, which is preferable to the Dyed Wig 
or the plain Wig. 


Cross-Dressing Tip: 

There are several other items Cloud can collect while in Wall 
Market. These items include cologne, a tiara, lingerie or bikini 
briefs, and make-up. Getting these items helps Cloud disguise 
his manly features, plus if you collect enough of the high-qual- 
ity stuff (Silk Dress, Blonde Wig, Sexy Cologne, Diamond Tiara, 
Lingerie/Bikini Briefs, and Make-Up) Don Corneo will actually 
choose Cloud to be his one-night stand. 


Put on Cloud’s new digs at the Dress Shop and then visit Don 
Corneo's mansion to find Tifa. The party will confront Corneo only to 
get dumped in the sewers beneath the Train Graveyard. 


| HP: 1800 


_MP: O 
xperience: 240 


| P| oc? 


Boss Tips: 

Wouldn't you know it? The sewers are nothing more than a play- 
ground for Don Corneo’s pet, Aps. Before you pick up Tifa and Aeris, 
make sure you equip Tifa with the latest in armor and Materia, or the 
fight will be tougher than it needs to be. Aps is an odd creature. Its 
strongest attack, the Sewer Tsunami, causes damage to your party 
and to itself. Just how much damage it causes depends on which 
way it enters the screen. Whomever the attack hits first will take the 
most damage. Aps is weak against Fire, so be sure to use your "Fire" ! weed |] 132) 382 "75 (mmm (oem 
Materia often. Also, use Cloud’s "Cross-Slash" Limit Break if he has it. It : ay oe ees 
can paralyze Aps, which makes the battle much easier to win. | 


Don't forget to grab the "Steal" Materia on your way out of the sew- 
ers. This item will quickly become one of your favorite Command Materias. You can use it against monsters to steal 
armor and weapons that you won't be able to purchase until much later in the game. For instance, you can steal a 


Striking Staff, a strong weapon for Aeris, from a creature named 
Eligor in the Train Graveyard. 


To exit the Train Graveyard, weave your way over and through 
the various trains. On the north side you'll find two train locomo- 
tives that have just a little juice left in them. Use them to push 
the other cars aside to clear a path to the exit. 


Treasure Tip: 
| Be sure to check all the barrels in the Train Graveyard. Each one 
contains an item. | 
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Save your game at the base of the pillar and then work your way 
up the stairs to the top. When you meet Barret, make sure you 
equip him before going onward. 


_| Shinra HO 


Boss Tips: 

Reno isn't tough, but he does have some nasty attacks. The Pyramid is the most dan- 
gerous. By surrounding a member of your party in a pyramid, Reno can effectively take 
that character out of the fight. Any unaffected party members can free the encased 


character by attacking the pyramid. Do so quickly, because if Reno encases all three 
party members he wins! 


After the battle, make sure you collect the "Sense" Materia located in the playground, 
and then return to Aeris’ house for the night. You should also stop by the house on the 
east side of town to collect the Turbo Ether if you didn't steal the sleeping child's Gil 
during your first visit. 


Return to Wall Market and visit the Weapon Shop. The owner will sell you three Zinc 
Batteries for 300 Gil, which you need to reach the upper plate. Check the back of Wall 
Market and you'll see several kids run off to the side; follow them to find your way up. 


Climb the wire and use the Zinc Batteries to move the various obstacles blocking your 
path. There are no monsters in this area, so take your time and explore. 


~ 


Your first decision in this area is whether to take the stairs or charge right in through the 
front door.The stairs are easier, although tedious, while charging in the front will do more 
for your characters in the long run. 


If you choose the front entrance, make sure you check out the store on the second tier of 
the front foyer. Hop in an elevator when you're ready and prepare for a rough ride. The 
elevator will stop several times forcing you into random fights, or scaring an unsuspecting 
Shinra employee. 


Turtle’s Paradise Flyer #2: 
The second flyer is located on the back wall of the front lobby, attached to a bulletin board. 
Get it immediately, because you won't get another chance until much later in the game. 


Floor 59: 

To get past this floor, you must defeat the guards and then pick up the Keycard for the 
60th floor. From this point on, you need to take the glass elevators on the east side to 
reach the higher floors. 


Floor 60: 

Sneak past the Shinra guards by hiding behind the statues until the guards’ view is 
blocked. Then call your teammates over to join you. Don’t worry if you have trouble with 
this one; fighting the guards four times causes them to disappear completely. 


“Ay 2 Se = 7 
Whets the fesswora: 


Re | Find a guy walking around near the east side of the room and play it cool when he asks you 
| about Aeris. Doing so prompts him to give you the Keycard for the 62nd floor. 


 ~§=Floor 62: 

_ Speak with Mayor Domino and then check out the surrounding rooms for clues to Domino's 
password. There's a misplaced file in each room. Find that file, and then using the number on 
the file count off the letters in the file’s name to uncover a letter in the password. For instance, 
if the file is named 7 - Brady Games you're letter is A. Once you 
have all four letters, talk to Mayor Domino and it’s a simple 
word scramble to find the correct password. When you guess 
correctly on the first try, you receive an "Elemental" Materia in 
addition to the Keycard for the next three floors. 


If you can collect all three coupons on this floor, you'll receive 
three special items. To do so follow the accompanying diagram. 
Trade in your coupons at the computer to receive a Star 
Pendant, Four Slots, and an "All" Materia. 


This is your last chance to rest up and save for a while. Also, 
check out the lockers to find a few freebies. There’s a 
Megaphone in the back row, but Cloud won't take something 
he can’t use. Oh well... maybe later. 


To get the Keycard for the 66th floor, you need to complete the 
Midgar model. The pieces are locked in the chests that are scat- 
tered about the floor. Only one chest is unlocked, but each time 
you place a piece in the model another chest unlocks. With all 
of the pieces in place, the final chest containing the Keycard 
unlocks, which enables Cloud to move on. 


Find the bathroom on this floor and enter the vent above the 
toilets. From this position, you can spy on Shinra’s boardroom. 
After the meeting, follow Hojo upstairs to Floor 67. 


Continue to follow Hojo into the stockroom, but don’t overlook 
the "Poison" Materia and a chance to save your game. Before 
you move on, it’s a good idea to equip Cloud's armor with the 
“Poison-Elemental" Materia combination. You'll find out why 
soon enough. 


NeCY- 
[ Be on the lookout for two enemies on this floor. The Moth 
Slasher holds a strong piece of armor known as the Carbon 
Bangle. Cloud can also beef up his attack by stealing the 
Hardedge sword from a SOLDIER: 3rd. ] 
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| Ne The team arrives just in time to save Aeris from Hojo, however, 


they're forced into a battle against one of Hojo’s experiments. 


fol ites 0 


Boss Tips: 

The big challenge in this battle is inflicting 
damage against HO512. Its helpers can block 
attacks by a character that lacks a long range 
weapon (except Barret) from hitting HO512. Killing the Sample: HO512-OPTs is point- 
less because HO512 can regenerate its fallen comrades. Have Barret attack from long 
range while everyone else in the party pounds HO512 with magic spells. Avoid using 
Poison against this Boss because the spell will only heal it. 


telnet 
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Grab the "Enemy Skill" Materia that pops out of the tank and then harass Hojo’s assis- 
tant to get the Keycard for the 68th floor. Then take the stairs down to the 66th floor 
and hop on the elevator. 


Caught 

Approach the cell door to speak with the other characters, and then take a quick nap. 
When Cloud wakes up, inspect the downed guard and then wake up Tifa. Free the 
rest of the team and then return to the stockroom. Check out the trail of blood and 
follow it to its end.When the helicopter arrives, run outside to greet it. 


When Tifa leaves your party, take a moment to redistribute your Materia. Give Aeris the "Lightning" and."Restore" 
Materias and equip Red XIII with at least one Spell Materia (preferably another "Lightning" Materia). At this point, 
only Barret can do without any Materia. When you're ready, hit the elevators and prepare for a rough ride. 


Hundred Gunner 


We Heli Gunner. 
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Boss Tips: 
The party must survive two battles against a couple of nasty mechanical bosses, the Hundred Gunner and the Heli 
Gunner. Because of the gap between the elevators, only Barret can use his normal weapon against the Bosses. The 


rest of the party must rely on Limit Breaks and spells. Each Boss has a weakness to the Bolt spell, so it should be the 
focus of your attack. 


Once the fights are over, make sure you redistribute your Materia again so that Cloud is properly prepared for his 
showdown with Rufus and Dark Nation. Give him a "Restore" Materia and one spell Materia combined with the "All" 
Materia. Also, consider placing the "Elemental-Lightning" Materia combination in Cloud’s armor. 
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Boss Tips: 

If you equipped Cloud with the "Elemental-Lightning" Materia combination as suggested earlier, you shouldn't 
worry about Dark Nation's lightning attacks. You should still eliminate the beast quickly though, since it can cast vari- 
ous protection spells on Rufus and itself. All you need to do in this battle is keep your HP up and use your Limit 
Breaks (you should get several) on Rufus. 


After the battle you'll need to redistribute your Materia between your three chosen characters. Equip every 
"Lightning" Materia you have and place the "Elemental-Fire" Materia combination in someone's armor. Also, take a 
moment to set your characters in reverse order. In other words, place any characters that normally fight in the front 
row into the back row and vice versa. 


»Motor Ball 
SVeu 1 
OOO 


Boss Tips: e exe es - ft 
_ After the motorcycle chase, you'll face ee HOKE Mi... tt...La.,. 

Motor Ball. Motor Ball attacks the party from : | Do...Re.,.Mi..S0...Fa...D0..Re..Do., 
behind, so if you positioned your characters 
in reverse order, they'll actually be set up in 
their normal order for this fight. Because 
Motor Ball is a machine, its main weakness is 
the Bolt spell. Since you've been using the 
"Lightning" Materia a lot, you may have 
access to the Bolt2 spell by now. If this is the 
case, this spell will make for a short fight. 
Motor Ball’s attacks are mainly fire-based, so 
anyone equipped with the "Elemental-Fire" 
Materia combination in their armor will have 
a distinct advantage. For the rest of the 
party, keep your HP up and beware of the 
Rolling Fire attack. | 


Outside Midgar you should head for the nearest town, Kalm. In this town, you'll get a chance to experience Cloud's 
past. As you do, make sure you pay close attention to the song Cloud plays on Tifa’s piano: 


Do-Re-Mi-Ti-La Do-Re-Mi-So-Fa-Do-Re-Do 
This doesn’t mean much at this point, but it serves as the key for unlocking a secret much later in the game. 


While you're in the Kalm area, there are several things you should check out. 


Materia Tip: 

‘This is your first chance to make use of the "Enemy Skill" Materia. Equip one of your characters with the "Enemy 
Skill" Materia, and then roam around the area surrounding Kalm and Midgar until you encounter a Custom Sweeper. 
This creature uses Matra Magic, which is the first skill that you can learn. Just wait for the Custom Sweeper to attack 
with Matra Magic and when it hits the character holding the "Enemy Skill" Materia, the character will learn the attack. 
You can also steal a handy new weapon for Barret, the Atomic Scissors. | 


_Chocobo Ranch_ 


East of Kalm you'll find the Chocobo Ranch and a swamp pro- 
tected by a rather impressive creature known as the Midgar 
Zolom. You need a Chocobo to cross the swamp and reach the 
Mythril Mines on the opposite side. The ranch is all out of 
Chocobos, but they'll sell you the "Chocobo Lure" Materia for 
the not-so-low price of 2000 Gil. 


Matra Magic 


Materia Tip: ae ol 
[ When you first visit the ranch, take a second to speak with the Cloud ap Attack Sense 
Chocobos. After a short dance routine they'll give you the pee ae ae 
"Choco/Mog" Materia, your first summon spell! | us 


ey Soe 
item 


To use the Chocobo Lure Materia, equip one of your characters 
with it, and then roam around the Chocobo tracks surrounding 
the ranch. Eventually you'll enter battle against a Chocobo and 
several other creatures. To capture the Chocobo, eliminate all of 
the enemies surrounding it, but don’t attack the Chocobo. If you 
do otherwise, the Chocobo will retaliate and then run away. 


Materia Tip: 

| There are several enemy skills to learn in this area. For example: 
Level 4 Suicide, Chocobuckle, and Beta. To learn Level 4 Suicide, 
hunt down a Mu in the plains surrounding the Chocobo Ranch. 
It takes a while for the Mu’s to use the attack so be patient and 
keep your HP up. Chocobuckle is a little tougher to get. | 


First you need the Chocobo Lure, a bunch of greens, and you need to have the enemy skill 
Level 4 Suicide equipped. Use the Chocobo Lure to find a Chocobo, and then use the "Sense" 
Materia to check the Chocobo’ stats. You're looking for a Level 16 Chocobo.When you find 
one, feed it plenty of greens to keep it around, then use the Level 4 Suicide skill. The Chocobo 
will retaliate with Chocobuckle. The damage for Chocobuckle is kind of odd. It’s equal to the 
number of times you've run away. Most people will only cause a few points of damage, but 
over time, if you're willing to run a lot, Chocobuckle can become a valuable asset. 
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| 8 336 64 : Last, but not least, the Midgar Zolom packs a hard punch known as Beta. Unfortunately, you 
323/ = DED | ich iy ied r a 1 : as 
ee s can't learn it right now because you characters can’t survive the attack, so remember it’s 
here and come back once your levels are up and you have the Buggy at your disposal. 


The mine is fairly small and full of treasures, but there are lots of deadly creatures inside. 
You'll also have your first encounter with several of Reno's (the guy who blew up the Sector 
7 support) Turk friends. 


If you look closely you'll notice a few vines throughout the mine. You can climb one set of 
vines, and at the top of your climb you'll find the "Long Range" Materia, which appears 
nowhere else in the game. 


Materia Tip: 

| It’s time to learn another enemy skill. Ark Dragons living in the Mythril Mine have a pow- 

erful skill called Flamethrower. It’s a strong attack, so be careful while you're waiting for the 
Ark Dragon to hit the right character with it. Also, keep your eyes peeled for the Madouge 

enemy. It's carrying the Grand Glove, which you can steal for Tifa. | 


Soo0G 


Fort Condor. 


For now, Fort Condor is an optional area. You can compete in a real-time strategy game if you 
want; if you do take part, you'll earn extra items. However, it costs quite a bit of Gil to take part, 
SO you May want to return to this area once you've joined the fortune five hundred club. 


Before you reach Junon, you can take a few moments to find an additional character, Yuffie. 
Explore the woods to the west of Fort Condor until you enter battle against a Mystery 
Ninja. Defeat her and then carefully interact with her and she'll join your party. Keep the fol- 
lowing things in mind when attempting to get Yuffie. First, don’t use the Save Point or she'll 
wn ae disappear. Second, don't insult her; Yuffie’s a ninja and very proud of her skills. Third, don't 

: Flat 1S, do anything that might result in your losing sight of Yuffie. 


366/ 366 


While talking with Yuffie, use the following responses to her taunts and questions: 
Yuffie: "You spikey-headed jerk! One more time, let’s go one more time!" 

Answer: Not interested. 

Yuffie: "You're pretty scared of me, huh!?" 


Answer:...... petrified. 


Mystery Mins a Yuffie: "I’m really gonna leave! REALLY!" 
Answer: Wait a second! ‘ 
Yuffie: "You want me to go with you?" 


Answer:...... That's right. : - 


Yuffie: "All right! I’ll go with you!" 


Answer:...... Let’s hurry on. 


pha yatevberntestberai 


Power-Up Tip: 

| Before you enter Junon Harbor, take some time to locate an enemy known as Formula. It 
carries a Boomerang for Yuffie that comes in handy during the next big fight. Also, look for 
the Zemzelett. You can’t do anything with it right now, but the Zemzelett has an enemy 


skill you can learn, called White Wind. Unfortunately, it won't use White Wind against you, so E Cloud, 569) 569 120 (emu immed | 
you must return here once you have the "Manipulate" Materia. Then you can take control | Barret OHO B68 _100 (an oa | 
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of the Zemzelett and force it to use White Wind on your party. ] 


The first thing you should do when you reach Junon is put Barret and Yuffie in your party. 

Then give Cloud the "Long Range" Materia and switch Barret to a long-range weapon, if he isn’t already equipped 
with one. You should also equip a character with the "Choco/Mog" Materia. Once you're finished, head for the beach 
where you'll encounter another Boss. 


Level: 25 
Fir* 2500) 
MP: 1OO- 
Experience: 550 
Gil: 1LOOO 
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Boss Tips: 
| Bottomswell is a flying boss, so only characters equipped with long-range weapons can 
hit it with their normal attacks. This is the only reason | suggest having Barret and Yuffie in 
your party. Watch out for Bottomswell’s Water Bubble attack, which is similar to Reno's 
Pyramid attack. If all of your characters get encased in bubbles, you lose the battle. To break 
the bubbles, target both the Boss and the bubbles with a magic spell using the "All" 
Materia or an enemy skill (Matra Magic works well). This way youre still inflicting damage 
to Bottomswell but you avoid wasting valuable MP on just the bubble. Bottomswell has a 
final attack, the Big Wave, which hits each of your characters for about 100 points, so you 
need to keep your HP above 150. ] 


After the battle, you can rest for free in the house at the edge of town. Talk to Priscilla in the 
morning and she'll give you the "Shiva" Materia for saving her from Bottomswell. She'll also 
help you reach Junon'’s airport. To reach the tower, just remain still and call Mr. Dolphin twice. 


JJunon 


Inside Junon Cloud gets mistaken for a Shinra soldier and is forced | Percent Item 

to change into a Shinra uniform. Then, to make matters worse, _ 29% or lower Grenade 
you're forced into the middle of a ceremony to celebrate Rufus’ | 30-39% _ Potion (x6) 
arrival. The first event is a parade. The parade’s rating will fluctuate | 40-49% _Ether (x6) 
depending on how Cloud performs. At the end of the ceremony, 50% or higher 5000 Gil 


Cloud will receive an item depending on how well he performed. 


After the parade you can explore the town and find/pur- 
chase a lot of useful items. However, whatever you do make 


sure you pick up the "Enemy-Skill" Materia in the advanced Mood Item 

training room. Once you reach the opposite side of Junon, 0-50 _silver glasses 

the send-off for Rufus begins. Cloud’s performance during § 60-90 “HP Plus” Materia 
the send-off will affect Heidegger's mood. Once again, 100 or higher Force Stealer (sword) 


you'll receive an item depending on how well you perform. 


On the boat you need to locate all of your 
party members and then speak with Aeris a 
second time. She'll point out that Barret is 
missing. You'll find him on deck sneaking a 
peek at Rufus and Heidegger. When you speak 


to him, alarms will sound. Choose your party 
members and then head back downstairs. 


Power-Up Tip: Take some time to fight below 
deck and look for some Shinra Marines. They're 
carrying a new piece of armor called the 
Shinra Beta. It’s a decent piece of armor and 
well worth stealing. 


Upon entering the engine room, you should 
head upstairs and collect the Wind Slash if 
you have Yuffie in your party. Then go back 
down and speak with the only standing 
Shinra Soldier. 
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Barret | | ed et 3) 


Tifa 366/ 366 64) =| = Boss Tips: 

— OTE a : | This can bea tough fight due to Jenova-BIRTH’s 
Tail Laser attack, which can cause 200 points of 
damage to each of your fighters (400 if it per- 
forms the move twice in a row). Jenova can also 
cast Stop on your characters, giving itself a real 
advantage. Use your strongest spells regardless 
of the type and make sure you take advantage 
of your Limit Breaks as soon as they are fully 
charged. The enemy skill Flamethrower is partic- 
ularly effective as are the summon spells 
"Choco/Mog" and "Shiva". | 


After the battle, be sure to grab the "Ifrit" Materia 
before you leave the room. This is your only 
chance to get it. 
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There's not much to do here for the moment. Just head down to the beach and speak with Hojo, and then pick up a few 
Softs from the local item shop. You can also purchase President Shinra’s beach house if you have an extra 300,000 Gil lying 
around, but just because you can't afford the house doesn’t mean you shouldn't loot the basement before moving on. 


Mt. Corel _ 


Materia Tip: 

| Before you head off into the mountains, comb 
the beaches around Costa Del Sol for a monster 
called Beach Plug. It has one of the best enemy 
skills in the game, Big Guard. Because the Beach 
Plug has no intention of casting a protection 
spell on a group of adventurers bent on 
destroying it, you must return here once you 
have the "Manipulate" Materia and force it to 


use the skill. | 
Head west from Costa Del Sol and hike through ai | 

/ NAME i HP MP Limit 
the Corel Mountains. You Il passa Mako Reactor Cloud fmm 1} <336/ 336 G64, : 
that you'll need to visit later, but continue Set | | 
onward for now. The tracks ahead are full of pit- Barret Goomoneeed 1] 323/ 351 50 


falls, but each one has a surprise at the bottom. 
Let Cloud fall through the tracks, and then start 
pounding on the enter key and pressing four or 
six on the numeric keypad. When done correctly, 
Cloud will land below an item that he can pick 
up on his way out. On the left is the Wizard Staff 
and on the right is the Star Pendant. Each item 
can only be collected once and Cloud can only 
fall through each hole once, so don’t mess up! 


Tifa | | ea ae ee 


Power-Up Tip: 

[ If you encounter a Bagnarada while walking 
past the Corel Mako reactor, make sure you 
relieve it of the Diamond Pin that it’s carrying. 
Red XIII can make good use of this item. | 


At the bridge take the high road and flip the 
switch inside the shack to lower the drawbridge 
below. While you're up there, you can climb the 
wall and find a nest of baby birds. If you want, 
you can steal the 10 Phoenix Downs around 
them, but you'll have to kill their parent first. 


| Tifa 
Ame levecathy 1) 1 


Work your way back to the lower path and wind 
your way toward North Corel. Before you leave 
the screen, however, you'll find a hidden room 
tucked back around the corner. Inside this room 
you can pick up a few valuable items. 


There's not much to do in North Corel for 
now except to learn more about Barret’s 
story. Before you take the Ropeway up to 
Gold Saucer, make sure you step outside and 
save your game now, because it costs money 
to save your game once you're inside the 
Gold Saucer. 


ba = . ale eae anaes mnie ee aearmiaaiae ESA MSS NYS PET MY HANNAH REVERAND B BY LYASE IRS RIESE ENP 


Getting into the Gold Saucer isn’t cheap. For 
now, just purchase a one-time pass and save 
your Gil for other things. Pick a partner and 
then explore the park. You need to visit Speed 
Square where you'll meet Dio, the park’s 
owner. Next you should visit Wonder Square. 
Cait Sith, the fortune telling cat, will join the 
party whether you want him to or not. Finally, 
head to Battle Arena where you'll find a dis- 
turbing scene that gets the team kicked out 
of the park and thrown into prison. 


Corel Prison —__ 


Battle Tip: 


As you walk around Corel Prison, you'll come 
face-to-face with a lot of Bandits. You must kill 
them quickly or they'll steal one of your items 
and flee from battle. If a Bandit steals an item 
but you kill him before he flees, you'll get the 
item back. | 


Follow Barret south into the heart of Corel 
Prison, and then into the house in the south- 
east corner. Barret rejoins the party and you'll 
get forced to take him along for now. Head 
back north and pass through the area where 
you entered. Take the first right after you pass 
through the gate or you'll end 
up in the middle of the desert. 
Just ahead you'll run into 
Barret’s old friend, Dyne. 


PEHORREEREIEN 


Bandit A Level: 17 


Materia Tip: In the junkyard area 
just before you reach Dyne, 
there are some useful skills and 
items. The Death Claw uses the 
powerful Laser attack and it car- 
ries a piece of armor known as 
the Platinum Bangle. It’s not a 
very powerful piece of armor, 
but it does double your Materia growth. Also, 
the Bull Motor, which also roams the area, uses 
the Matra Magic. You may already have it, but 
it’s listed here just in case you missed it or you 
need it for a second "Enemy Skill" Materia. 


Boss Tips: 

[ Barret fights this battle alone. For the most 
part, he trades blows with Dyne while his Limit 
Break meter quickly fills. Rely on the Limit 
Breaks to defeat Dyne and keep your HP 
around 300 just in case Dyne goes into a frenzy. 
Dyne also uses the Molotov Cocktail as his final 
attack. If you hit him hard enough, he won't get 
a chance to use it. However, if you barely defeat 
him, he'll take one last shot at Barret for around 
150 points of damage. | 


After the fight Cloud gets a chance to earn the 
team’s freedom by competing in a Chocobo 
race. Fortunately, Ester, a well-known Chocobo 
Racing Manager, hooks up Cloud with a solid 
Chocobo, which gives him a fighting chance. 
When you enter the Jockey’s Lounge, be sure to 
pick up the "Ramuh" Materia before you leave. 


Racing a Chocobo isn't difficult. The trick is to 
set your Chocobo's speed so that it slowly loses 
stamina. This should give you enough speed to 
stay ahead of the pack, plus it should leave you 
with enough stamina to sprint for the finish line 
during the final stretch. 


After the race you'll receive a full pardon and 
Dio will give the team a Buggy as an apology 
for the mix-up. By using the Buggy, you can 
now cross rivers at shallow areas and you can 
drive across the desert. Note, however, that you 
can't return to Corel Prison even in the Buggy. 
Your next stop is the town of Gongaga. 


Materia Tip: 

| Check Cait Sith’s equipped Materia and you'll 
find you now have the "Manipulate" Materia. 
Now would be a great time to back track and 
pick up the Big Guard skill from the Beach Plugs 
near Costa Del Sol, the White Wind skill from 
the Zemzeletts near Junon, and the Beta skill 
from the Midgar Zolom near the Chocobo 
Ranch. To get Big Guard and White Wind, equip 
a character with the Manipulate Materia and 
have that character take control of the monster 
in question. The next time the character is ready 
to attack, he/she will be able to use the enemy's 
skill against the character equipped with the 
"Enemy Skill" Materia. ] 
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* This mini-walkthrough 
is only a small sampling 
of what you can expect 
from the Official 
Final Fantasy VII 
Strategy Guide 
from BradyGAMESs. 

For more information 
on what you can 
expect from the book 
and how you can buy 
it, check out the ad on 
the following page. 


Lost in the world of Final Fantasy, VII and 
don’t know what to do or where to go next? 


Check out the Official Final Fantasy VII Strategy Guide from BradyGAMES for all the answers! 


The most complete guide to 
Final Fantasy VI, including: 


* Over 300 Maps 
° Comprehensive walkthroughs 


| Want the book? 
| To order it, call: 


| 1-800-428-5331. 
* Powerful Materia Combinations po : 
a . | Source Code: FFPC 
* Complete Bestiary | ISBN: 1-56686-782-7 $19.99 
* Access hidden characters Yuffie & Vincent | Or visit your local book, 
© Plus much more! _ software, or electronics retailer. 
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Ultima (still) Online 


Electronic Arts responds to the lawsuit directed at their online game 


ttorney George Schultz has filed papers | improvements Origin has made since the service | al and anticipated costs for any company con- 
to amend the class-action lawsuit | went online last year [see our re-review of the | sidering whether to 

against Origin Systems and Electronic | game on page 122]. However, Schultz added that provide a sim- 
Arts that he filed on behalf of five plaintiffs | it just reinforces the belief that “we’ve 
last month [See “The People vs. Ultima | been beta testing for the 


ilar game.” 
She went on 


Online,” CGS+ 92]. Schultz told Computer | last six to give the 
Games Strategy Plus that the amendment, argument a 
which was filed with San few have 


Diego made, that spending 
time in court is, “time which could be 
better spent providing further maintenance and 

months and pay- | enhancements to the game.” 
ing for the privilege.” Kennedy then started in on the actual suit 
While Origin representatives have remained | itself, alleging it was filed incorrectly and does 
County Clerk, | understandably tight-lipped about the lawsuit, | not meet the requirements of seeking relief 
adds 10 Schultz shared with us a | under the Consumer Legal Remedies Act. She 
more names to the list of ee waa letter he received from then pointed out some flaws in a few of 


plaintiffs. He \SS Ruth Kennedy, the points we alluded to in our 


added that the [RMB SRESi Slee Siterere fe coe WeleltntGl: Geter sce EA Senior Vice article last month, 
mostly 


amendment also 
adds an addition- 
al cause of action 
by invoking the 
California Consumer Legal 
Remedies Act. 


President and 
General Counsel. 
In the letter, 
Kennedy empha- 
sized EA and Origin’s “high 
premium on quality assur- 
The lawsuit seeks damages ance and customer service,” 
from Origin and EA for > and denied they’ve misled 
alleged breach of contract, @ J VG TAK customers. 
intentional misrepresenta- | =< WY She went on to talk 
tion, negligent misrepre- about the complexi- 
sentation, negligence, ty of the product and 
breach of warranties, how some of the com- | picking 
and other charges. The plaints over lag and lack | apart the actual 
complaints center around of service availability are | language of the — suit. 
problems with Origin’s due to Internet problems | Specifically referenced were the allega- 
online role-playing game \ ay f# beyond Origin’s control. She | tion about the lack of claims about the cost of 
Ultima Online. \ <a Cage said claims of “ignoring” cus- | the product, which Kennedy said, “... is simply 
Schultz did say that there has “ae A - tomers is not true, that through | untrue.“ One of the final paragraphs articulat- 
been a marked improvement in regular postings on the UO website, | ed what many critics of the lawsuit have been 
Ultima Online’s performance since the lawsuit people are well-aware of scheduled regular | saying all along, that Origin already offers a 30 
was filed in March. He said that he believes * maintenance and administrative servicing. day refund. 
some of the pressure from the lawsuit is respon- Perhaps the most interesting part of the letter The six-page letter, as well as the text of the 
sible for some of the improvement, though oth- | is a warning that suits like this could make the | original lawsuit, can be found in its entirety on 
ers say it’s part of the continual cycle of | situation worse, warning that “it raises the actu- | our web site, www.cdmag.com. —Jason Ocampo 
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Myth Il: Soulblighter 


From fallen lords to blighted souls 


AFTER RECEIVING 

numerous awards—including CGS+’s 
“Game of the Year”—it’s hardly surprising 
that the team at Bungie has decided to follow up 
Myth: The Fallen Lords with another chapter, 
entitled Myth II: Soulblighter. Sure, you may 
have finished the first game by whupping on 
Balor and his buds, but if you thought that 
meant you could sit down to feed your face from 
a trencher you are sadly mistaken. Remember 
the prediction that King Alric’s peace would 
be threatened? Of 

| course it will be, by 
none other than the 
dreaded “unex- 
pected enemy 
with bound- 
less appetite 
for destruction.” 
Bungie, 
though, says 
they don’t want to 
just crank out a dif- 
ferent game that’s 


basically the same 
ol’ thing with 
new Missions. 
Instead, they’ve been 
working on pumping 
up the game’s engine, 
creating new features 
that will improve 
both the visuals 
and the gameplay. 
Technology improve- 
ments include col- 
ored lighting and 
shadows; 3D sound; 
CD-quality, “context 
sensitive’ music: a 
terrain mesh that’s 
four times as fine (improves detail); and a 
doubling of the frames of animation. Animated 
3D models will let them build things like 
drawbridges, and will help in the creation of 
indoor missions and fortifications. 3D fire will 
burn across the landscape, hurting friend and 
foe alike, and you might choose to hurl some 


—Activision made a slew of product announcements, the largest being 


t Jat is has signed the distribution rights to id Software's 
_ sidering they distributed last year’s Quake //. Other big-name projects in the company’s lineup 
(based on the Avalon Hill boardgame) and sequels } 1 
adventure game published with The Journeyman Project series develope 
(based on the Wizards of the Coast collectible care 
‘finally delivered after months of effort, one almost expected 


include © 


Descent III 


which isn’t too surprising con- 


—With 


Interplay hasn‘t forsaken a classic series 


ONE OF THE THINGS 

Interplay wants from its new Tantrum 
division is flashy, high-quality action games. 

What better then to revisit Descent, an action clas- 
sic if there ever was one, and one of the first (if not 
the first) 3D shooter to give gamers six-degrees of 
freedom (i.e., the ability to fly around upside down 
while twisting side to side until you puke)? 


SAA 


Multiplayer ships looks a wee-bit nicer this time around 
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Developed by Outrage Entertainment, 
which is maybe half of the original 
developer Parallax (the other half, 
Volition, is doing Descent: FreeSpace, 
also for Interplay), Descent IIT will offer 
players the chance to leave the dark and 
claustrophobic mines of the first two 
games for planetary surfaces and open 
spaces as they shoot 
everything that 
moves. Tunnels will 
still abound, but at 
least they won’t be the 
only environments 
available for mayhem. 

Like its predeces- 
sors, Descent III will 
feature lots of 
weapons (ten are 
planned), multiple levels, and 
multiplayer support (up to 
eight players via the Internet 
or LAN). Tantrum also promis- 
es enhanced AI and three new 
types of ships for this version. 
Screenshots show a_ world 
more varied than the original 
game, yet still familiar to vet- 


and 


SHIELDS: S0 


This one shot shows many of the additions to the Myth engine: animated 
3D objects (the draw bridge), large structures (the keep), and 3D fire 
(notice the burning tree on the right) 


of the new magic spells at ambient life like 
chickens and other livestock (exploding live- 
stock—guess it’s the methane). 

Not surprisingly, new terrain and unit types 
are planned, and Bungie is promising improved 
pathfinding algorithms and better AI. A new 
version of Bungie.net is being readied, as are 
mission-based “map actions” for multiplayer 
games. —Scott Udell 

Myth Il: Soulblighter * Bungie * Windows 
95, MacOS 


Other titles i 


NAFALM 
A 


Oh oh, that looks like the great outdoors 


erans. Colored lighting abounds, though it’s 
more or less restrained, and the general 3D 
environment seems up to date and modern. If 
the promised “seamless, real-time” transitions 
between subterranean and above-ground envi- 
ronments materializes, Descent III could give 
gamers another reason to break out the 
Dramamine this Christmas.—Robert Mayer 
Descent Ill - Tantrum + Windows 95 


Force Commander 


But can you create an AT-AT rush? 


S NOW WE KNOW WHY 
©) LucasArts was so keen on making 

"gamers understand that Rebellion wasn’t 
a Command & Conquer-style real-time strategy 
game... they didn’t want you to confuse it with 
their upcoming Star Wars: Force Commander, 
which is a game much more along those lines. 
Play through a series of missions (divided into 
“chapters,” with each chapter occurring on a 


single world and containing about three mis- 
sions) as either a Rebel Alliance or a Galactic 
Empire Commander. The storyline of the game 


RES Sst 


spreads across the period 
covered by the first trilogy 
of Star Wars movies. 
Missions will range from the 
standard for the genre 
(build a base, expand your 
force, destroy the enemy) to 
hit and run against a key 
target to a fighting with- 
drawal (as represented by 
the Battle of Hoth, a fight 
strategy gamers have been 
wanting to play since 
they watched in on the 
big screen nearly 20 
years ago). 

Locales for your bat- 
tles include the familiar 
movie worlds of Hoth, 
Yavin 4, and Tatooine, 
and the worlds made 
famous in Star Wars books, including the 
spice fields of Kessel, the plains of Corellia, 
and Coruscant. LucasArts says the game will 
ship with some 100+ units and buildings, 
including stormtroopers, droids, Y-Wings 
and T.I.E. Bombers, AT-ATs and AT-ST 
walkers, and new-to-the universe tanks, 


Ty Tn RENEW PrP “VPRO “TOT 


: me well-earned rest. However, the company first announced a management shuffle that pro- 
‘ president and esllieecbe css — esas to the new role of ee That resulted in Mike 


Frente A Ee — 
Cel 


Hmm—an AT-AT to the north, a swarm of AT-STs to the south: pee 
sheer walls on either side... I’d say this calls for an “Uh-oh” 


transports, and missile vehicles. 

The game will require a 3D card, probably to 
support the floating camera that LucasArts says 
“provides players with multiple perspectives. 
Previously unavailable camera options include 
tilt, pan, and orbit.” Head-to-head multiplayer 
will be supported over LANs or the Internet. The 
game is due to ship this Fall. —Scott Udell 

Star Wars: Force Commander « LucasArts ° 
Windows 95 


Prax War 


Yet another 3D shooter from Cowboy land 


WHAT IS IT ABOUT THE 

fine state of Texas that’s causing almost 

every person to form a company and 

develop 3D action games? Is it the water? The 

culture? The weather? The shoes? It’s got to be 

the shoes. Someone call Mike Wallace. This 
sounds like a story.... 


Quick, shoot your team, shoot your team! 


Developed by the curiously named Dallas 
company Rebel Boat Rocker, Prax War (working 
title) is a 3D action game utilizing an all-new 
modular engine. The engine will be able to ren- 
der indoor and outdoor environments, polygonal 
characters, and supports “sophisticated character 
behaviors.” (Translation: “We don’t want people 
to think it has no single-player game.”) 

The setting is the year 2032. One man 
is holding the world hostage, and his 
name isn’t Bill Gates. No, it’s the leader 
of Prax Enterprises, who controls the 
world’s operating systems and browsers, 
er, who controls a new energy source. 
He uses the fuel to barter for power 
(Iraq, you probably think this game is 
about you). The only opposition—GATO 
(not to be confused with NATO), an 
international governing body. Their 
strike squad, called Eclipse Team, is led 
by guess who? You'll take on multiple 
missions as you try to take out Prax and 
restore the new world order. 

The principles involved with the 


ries. Blizzard said that it had Piece the information to determine why some players were ng 


The visuals are much crisper here than in other 
3D games 


project include Billy Zelsnack, who worked on 
3D engines at Epic MegaGames and 3D 
Realms, his brother Jason, and various former 
employees of 3D Realms, MicroProse and 
Bethesda. We'll see the fruit of their labors 
sometime this fall. -Steve Bauman 

Prax War « Electronic Arts * Windows 95 
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real people in real time. Check out WON and discover your FREEdom to play online. 
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Sentinel Returns 


If Tetris was a horror movie 


THIS EERIE PUZZLE | Robot Hosts, but you 
game almost defies description. Imagine | can’t admire the 
if Roger Dean (remember those Yes album | scenery too long; the 
covers?) were to paint the world of Tron as HP Sentinel is slowly clos- 
Lovecraft and Dr. Seuss might have described it. | ing in on you. 
Sentinel Returns is made all the more unsettling As with any good 
by placing you inside the puzzle rather than let- | puzzle game, the’ 
ting you sit comfortably above a playing field. | mechanics are simple. 
You have complete freedom to look around your | Each level is scattered 
surroundings from the perspective of immobile | with Trees beneath a Sentinel who surveys the | energy pool while surviving the tug of war 
terrain from on high. You | with the Sentinel is the challenge in each level. 


Purple haze 


we have to absorb the energy of | As energy runs low and you start getting 
] Trees and turn them into | scanned, the game’s languid eerieness turns to 
ix Boulders that let you climb to | panic and claustrophobia. 

the Sentinel’s level where you Sentinel Returns is an update of a 1985 puz- 


can absorb him and complete | zle game. Filmmaker John Carpenter composed 
the level. But while you’re | some of the game’s tension-building music 
doing this, the Sentinel will | (Imagine the Escape from New York soundtrack 
try to render your Boulders | with a church organ in the background for an 
back into Trees, as well as | idea of what this sounds like). This sequel trims 
aggressively scanning the ter- | the original’s 10,000 levels to a more manage- 
rain to absorb you. In later | able 600, dividing them among Earth, Air, Fire, 
levels, you'll also be going up | Water, and Void tilesets. It also adds in mullti- 
against the Sentinel’s Sentries. | player support, letting players race each other to 


The Sentinel surveys his weird landscape Making the most of a limited | the Sentinel and slap each other’s Robot Hosts 
a down to lower levels. Let the weirdness begin in 

trouble logging onto and then discarded it afterwards. The company said that it has | August. -Tom Chick 

ceased the practice... —The $27 million inder movie finished shooting Sentinel Returns * Psygnosis * Windows 95 


_ in Luxembourg with a cast change. In the role of Admiral Tolwyn, actor David Warner replaced 


Malcolm McDowell, who left due to a television production. fans will remember Warner as Spicer Lovejoy, the British valet to Billy 
Hockley. The Chris Roberts-helmed movie also stars Freddi Prinze Jr. and Jurgen Prochnow... 
'oom?—With projects like the : er and Tomb R ovies. 


Sports Ca i underway, fans ane for word on the long-anticipated : 
Virgin feels the need for reality 


VIRGIN’S SPORTSCAR | sizes realistic physics. The developers, 
lives somewhere in the vast gap between | Image Space, were responsible for a 
the rail-driver Need for Speed and the | sleeper called Zone Raider, which had 
relentlessly realistic sims of Papyrus. Like Need | a great physics model considering that 
for Speed, this Grand Touring racing sim features | it was a sci-fi hovercraft sim. This atten- 
everyday names like BMW, Porsche, and Ford. | tion to physics is evident in SportsCar, 
“These are real cars, real production vehicles, | too. Just watch the way the wheels drop 
cars people can identify with a lot more than | from their wells when a car catches air 
Formula One racers,” explain’s Virgin’s product | or see how deep they sink when the 
evangelist M. Lee Jacobson, “These are things | cars bottom out, each wheel moving 
they see on the street.” individually. SportsCar will let players 
But unlike Need for Speed, SportsCar empha- | get their hands dirty with vehicle con- 
figurations, _ tinkering 
with downforce and cam- 
ber, if they’re so inclined. 
Grand Touring tracks are modeled | the real vehicles’ interiors to duplicate engine 
meticulously after their real world | noise, the whine of the transmission, and even the 
counterparts, although a couple of | soft clunk of the gearshifts slapping in place. 
fantasy tracks will be included. | Nighttime headlight effects, especially spectacular 
Colors were intentionally toned | with sixteen cars tearing through the dark, add a 
down to avoid the bright cartoon- | bit of fancy 3Dfx trickery to the proceedings. 
ish look of most arcade racers. | One detail likely to be missing is damaged cars. 
Among the details are authentic | As with Need for Speed, manufacturers are 
decals on the cars, which gather | unlikely to allow Virgin to create damaged repre- 
more sponsors, and thus more | sentations of their cars, so don’t expect to crum- 
decals, as the racing season pro- | ple the front end of your Acura NSX or wrap your 
gresses. The sound effects for each | McLaren F1 around a tree. -Tom Chick 
Hot wheels, indeed car were recorded digitally from SportsCar * Virgin * Windows 95 
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A night at the races ~ 
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Earthworm Jim 3D 


The worm returns—in 3D, no less 


YOUR GRANDMOTHER 

# probably spent much of her life trying 

to keep worms out of her tomatoes, but 
now, games about worms are all the rage. 
Well, OK, maybe not, but there are enough 
titles featuring not-your-ordinary annelids out 
there to give Grandma the willies. Soon there 
will be another: Earthworm Jim 3D, the sequel 
to Shiny Entertainment’s decidedly 2D plat- 
form game Earthworm Jim. This iteration of 


Oh dear, that’s not the most welcome place 


Hollenshead, ‘id CEO, wrote that the company is working with Tri-Star on the production. — 
Howeye", Hollenshead warned that nothing is a sure thing “so | wouldn’t buy advance tickets 


the worm game takes 
place in Jim’s subcon- 
scious (and you thought a 
mere worm didn’t even 
have one). Knocked 
unconscious by a falling 
cow, our durable if slimy 
hero becomes trapped in 
the coils of his own mind. 
Through six levels, repre- 
senting the different 
aspects of Jim’s shattered 
psyche, the player will 
battle the usual assort- 
ment of wacky enemies 
and old foes in an effort 
to help Jim make it back to the land of the 
hale and hearty. 

A new engine transforms this worm game 
from a side-scroller into a 3D polygonal car- 
toon, complete with Jim’s lovingly detailed 
facial (?) expressions. There’ll be more than 
just combat, though; the road to mental health 
is studded with an assortment of puzzles and 
games allegedly designed to amuse and chal- 


yet... ore Siliwood—lInterplay formed a new motion picture and television division, 
Interplay Films. The division will be headed by Tom Reed, former vice president at director Ron Howard's Imagine Entertainment. While the division 


Emperor 


Sega goes strategic 


» WHEN YOU THINK OF 
¥ Sega you probably automatically think 

action games, or perhaps sports, but strat- 
egy games are likely far from your thoughts. 
Nevertheless, that is exactly what Sega is work- 
ing on in Emperor, a tentatively-named real-time 
strategy game. Developed by NMS, the team that 
did the recent computer versions of Risk and 
Battleship for Hasbro, Emperor is a tongue-in- 
cheek take on imperialistic ambitions. 

Set in a historical environment vaguely simi- 
lar to World War I Europe (with some WW II and 
alternate history overtones), you take command 
of one of six countries (U.S., England, Japan, 


The close-in zoom lets you manage your cities 
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will initially look at developing some of Interplay’s stable of games 


i 


en a ie es) 


Disco Jim evokes those boogie nights of yore 


lenge gamers. Complete freedom of movement 
and polygon-smoothing technology should 
offer up an attractive playing environment, 


while the return of characters like Professor 


Monkey-for-a-Face and Evil the Cat should 
prove a boon to veteran worm fans. Tantrum 
plans to introduce new characters too, the 
most interesting of which may be Earthworm 
Kim. Could Jim be getting a girlfriend? Will 
there be worm sex? Do worms have sex? Find 
out when Earthworm Jim 3D burrows into 
stores this August.-Robert Mayer 

Earthworm Jim 3D « Tantrum * Windows 


into other 


projects, Interplay expects the division to aggressively enter the spec screenplay pret... 
| —Sierra On-Line formed another new division: 


Germany, etc). The game is 
real-time, but Sega’s Matt 
Wolf (the game’s executive 
producer) and Scott Hawkins 
(the game’s producer) 
emphasize that they are not 
repeating typical “clone & 
conquer” gameplay. They 
point out in particular the 
command hierarchy in the 
game, represented on-screen 
by the giant floating heads. 
Each country has several of 
these, and they all perform 
different functions. One may 
be a general who, when 
moved to a spot on the map, 
will bring his troops with 
him to fight (you don’t have 
to micromanage these 
units); another may be 
responsible for espionage, and others may rep- 
resent royalty. The game will also have differ- 
ent map levels for different portions of play; 
zoomed out will be a strategic view, the middle 
level will show the detailed battlefield (trench- 
es, mines, animated warfare, etc), while the 
zoomed-in level will take you down into cities 
where you can manage your economy. In short, 


The mid-level view lets you coordinate battlefield actions 


the game sounds like a real-time Imperialism 
with a dash of Monty Python. 

Currently planned for a Christmas ‘98 release, 
Emperor is certainly a different direction for 
them to go in; Sega’s ready for the strategy 
world, and it will be interesting to see if the 
strategy world is ready for Sega. —Scott Udell 

Emperor * Sega * Windows 95 


Star Trek: Klingon Academy 
Slappin’ the Federation upside the head 


“ FORGET THE NAMBY- 
pamby “peace is our profession” crap. 

You want space war, you look up the 
Klingons. These folks know how to rumble, and 
Interplay wants to bring you along for the fight. 
Following on the heels of their Starfleet 
Academy game, which shepherded players 
through the Federation’s training program, 
Klingon Academy turns the tables and places 
the players in the role of Torlek, a trainee learn- 
ing the finer points of Klingon behavior: war, 


An Emperor-class ship 


battle, tactics, the usual social 
graces. Taking place before and 
during the time frame of Star Trek 
VI: The Undiscovered Country, 
Klingon Academy will focus on 
real and imagined wars with the 
United Federation of Planets, and 
will, naturally, feature the ships 
and weapons of the Klingon 
Empire. Along the way, the play- 
ers will work closely with the leg- 
endary General Chang, 
and become privy to deep 
and dire plots that threat- 
en the security of the 
Empire itself. 

Whereas Starfleet 
Academy attracted criti- 
cism for being too much 
of a fighter-style space combat game, 
the sequel will refocus the series on larg- 
er-scale battles between capital ships. 
According to Interplay, they have com- 
pletely redone the original game, and 
“the overall result will be a look and feel 


much different than Starfleet 
Academy... with an improved graphics 
engine, additional ship systems, 


enhanced AI, and more ships with a 


The new division is comprised of the company’s Sierra Northwest, Impressions, and PyroTechnix 


development houses. Sierra Studios will also maintain relationships with outside developers, 
such as Valve and Relic Entertainment. Sierra Studios 1998 lineup includes Half-Life, Caesar Ili, 


and Return to Krondor. Earlier this year, the company clumped its sports studios (Papyrus, Dynamix, and the Front Page Sports development teams) 


A Klingon capital ship visits the solar system 


variety of weapons.” Interplay promises all new 
capitol ship designs, ten new weapons’ systems 
including a tractor beam and anti-matter device, 
and tactically diverse environments including 
astronomically correct pulsars, planet rings and 
gas nebulae. The game is slated to support 
Direct3D, though full system requirements are 
not yet set. Look for this intergalactic struggle to 
begin sometime this next winter.-Robert Mayer 
Star Trek: Klingon Academy ° Interplay ° 
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into Sierra Sport...Jagged October—Sir Tech told fans waiting for Jagged Alliance 2 that they will 
have to wait until Oct. 1. That’s when the company plans on having the game on shelves. Sir Tech 


Golden Tee Golf explained that it wanted to take the time to do the work on the flagship title right - 
Moving from the arcade to the PC Links 


@ YOU MAY HAVE SEEN 
Golden Tee Golf in the corner of your 

local bar or arcade. Apparently it’s proven 
to be quite successful, and now its creators are 
bringing it to the PC. It’s not going after the 
Links market—the courses are all made-up, the 
physics seem, at least in any early version of the 
game, somewhat exaggerated, and the control, 
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The putting interface is perhaps too simple— 
it’s a bit dull 


dubbed TrakSwing and converted from a 
trackball-based control scheme used in the 
arcade, is a simplified form of the mouse- 
swing interfaces seen in games like Front 
Page Sports Golf. 

The game will ship with three 18 hole 
courses that can be played in resolutions up 
to 1024x768x16bit color. The graphics re- 
draw quickly on most machines (the game 
will work with a 10OOMHz Pentium or high- 
er—in our testing, it is entirely playable on 
a 133), and feature various fog, reflection 
and shadow effects. The golfer is a some- 
what anachronistic digitized representation 
of Peter Jacobsen. 

Multiplayer support will also be includ- 
ed, with Internet play over Incredible 
Technologies’ Golden Tee Net matchmaking ser- 
vice, which supports single games as well as full 
multi-round tournaments. One interesting fea- 
ture of the online game is Italk, a technology 
that allows players to talk to one another during 
the game or in the chat areas of the matchmak- 
ing service. 
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Luscious environments are par for the course (ouch) 


While it’s unclear how big a market there is 
for a simple arcade golf game, Golden Tee Golf 
is, at least in this stage of development, fast and 
simple fun. We’ll see if the multiplayer takes it to 
the next level when the game ships in the Fall. 
—Steve Bauman 

Golden Tee Golf « Incredible Technologies 
Windows 95 


COMPUTER GAMES 


LOdS4WV9 


a2NTJO0UT NVA ADSLVULS AWIL-1VIY4Y ANV SAVH OL HONONG | 


ai 


oa oe 


1998 Piranha Interactive Publishing. 


yA oa “Savvy units from scratch. xtreme 
‘Tactics offers a massive palette of design 
‘ -options giving you the chance to build the 


ultimate Wal machine. 
i} 


nc. 


And if you had any real fa falent, you'd take one 
«Of - inventions out fora i pin against a 


All rights reserved. 


Published by Piranha Interactive Publishing. 


Ine 


SSHSSSSSSESSSSESHESSESESCESS 
SPF eeeseeveseeceseaeeesees 


ACGTATGETTUDCCGCA 


GOs MOG Ate, 


; ‘ 


, 
eesece 
eeece 
‘ 
eeeoee s \ 
j 


ee ial ae ProC DCATTTTAANTGOTA PRGRTAC 
: . eR! es 
gh _ (RCC COATT TT AAC TSOTAR RGt EA 
‘ } Pe bs ‘ a gt Bs 


“THE MOST COMPREHENSIVE USE OF AI THAT I'VE EVER ENCOUNTERED” - INSIDE GAMES 


PIRANHA 


INTERACTIVE PUBLISHING 


www.extremetactics.com 


Designed by Media Station. Inc. Extreme Tactics is a trademark of Media Station. Inc. Media Station is a registered trademark of Media Station. Inc. 


“UNIT. DESIGN AND AI STREAMING COULD VERY WELL REVOLUTIONIZE THE REAL-TIME STRATEGY GENRE’ - GAME INFORMER 
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A stretch of the Northeast Corridor; I wonder if that spur to Atlantic City sees a lot of passenger traffic? On the right, a zoomed-in view of the same shot 


A close-up of Pittsburgh highlights the heavy industry that’s grown up around the city—it certainly needs that double-tracking. Note the display in the lower right— 
it’s a view locked-onto and following a different train. Zooming further out; the second shot shows us the game’s underlying polygonal mesh. 


Railroad Tycoon II 


The legendary strategy game makes a triumphant return 


By Scott Udell 


If you ask strategy game veterans what the top games of yore are, chances are that they’d name the Sid Meier triumvi- 
rate of Pirates!, Civilization and Railroad Tycoon. While Civilization has seen its clones and sequels (with more on the way), 
Pirates! and Railroad Tycoon have, despite calls from legions of fans, not been seriously revisited. At least until now—the 
boiler on the classic concept of Railroad Tycoon is getting up a head of steam for the first time in years. Engineer on this 
new line is Phil Steinmeyer, best known as the brain behind much of Heroes of Might and Magic | and I/. Now heading up 
PopTop Software (see sidebar), his team has been working for well over a year on Railroad Tycoon II, a game that is cer- 
tainly the successor—in spirit and in gameplay—to the classic game of steam, steel, and robber barons. 


The ghost of games past 

When he first set out to design the game, 
Steinmeyer didn't have the name Railroad 
Tycoon (the working title was /ron Horse), but 
he certainly had the inspiration from it. “It was 
a total influence—[it] was the reason | did this 
game,” he says. “I absolutely love the game; | 
still think the design works well. On the other 
hand it definitely shows its age in certain 
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places. It’s not as intuitive as it could be and 
obviously the graphics and stuff are dated— 
that’s to be expected.” 

In these days of combat-oriented games, 
Railroad Tycoon Il is certainly a different kind of 
real-time strategy game. “I was shooting for 
that same kind of feeling of control and expan- 
sion,” Steinmeyer says, “like a wargame but 
without the war.” Such games have been rela- 


tively rare lately, and there’s certainly been no 
follow-on to the classic: “I thought the industry 
was lacking something like this and has been 
for a while, and this was one of the coolest 
games I'd ever played, and the fact that Sid 
Meier had gone his way and MicroProse didn't 
seem interested in doing one, so | was kind of 
saying ‘Wow, this is a huge opening here and 
nobody's doing it, | guess I'll do it.” 


Here we see the evolution of the station art from initial rough pencil sketches through wireframe and solid renderings to final placement within the game 


The gameworld 

So, just what is Railroad Tycoon all about? The 
title’s your first clue: you get to become a 
wheeler-dealer in the big business world of rail- 
roads. Depending on the time period you 
choose, you could either start out the game 
with a pot of money and whole lot of wide 
open terrain just begging for transportation 
resources, or you could jump into a world of 
pre-existing railroad systems and their compet- 
ing businesses. With the funds at your disposal 
you lay tracks, build stations and other support- 
ing infrastructure, and purchase and set up the 
train runs that will make you the most money. 
Ah, yes, money—while pure train operations 
can be fun, Railroad Tycoon II is especially about 
the business of railroading; you must identify 
what runs will net you the most money with the 
least amount of outlay. Will you focus on high- 
speed passenger and mail runs, or low-speed 
freight? Hmm... no one’s providing service to 
the Appalachians; can you make enough money 
there to justify the huge investment? Ah, and 
then there’s your competition, fighting for the 
same markets, and maybe working to buy you 
out. Railroading has always been a wild and 
woolly business, especially in its early days, and 
that’s what Railroad Tycoon II is about. 

The world of Railroad Tycoon II has grown 
with computing technology. Maps can range in 
size from 50x50 on up to 500x500. The fact that 
the game is now using a 3D map, consisting of 
up to 300,000 polygons, means it can be viewed 
from one of four directions and six zoom levels. 
Maps are very easy to make (with the game’s 
included editor) or import. Steinmeyer projects 
over 20 maps shipping with the final game, 
including the full U.S., Canada, Mexico, South 
America, Great Britain, full Europe, Japan, South 
Africa, and maybe some fictitious places. The 
engine doesn’t concern itself with map scales— 
that’s up to the designer to do—so theoretically 
you could do the whole globe on a 50x50 grid 
and the game would still run the same. 

Steinmeyer seems quietly proud of the 
engine he’s developed for the game. Named 
S3D (for Strategy-3D), it can display some 
300,000 polygons in 16-bit color at a resolution 
of 1024x768 on a relatively modest machine 
(current plans call for a minimum of a 133MHz 
Pentium, but the game will be somewhat hap- 
pier at I5O0MHz on up, especially at higher zoom 
levels). He went with the higher-than-normal 
screen resolution because they were having 
trouble fitting all the information they 
wanted on the screen into lower resolutions. He 


claims the jump to 1024x768 doesn’t cause a big 
speed hit, especially if lower-end computer own- 
ers run the game in 8-bit color or with some 
detail turned off at higher zoom levels. He allows 
you to tweak the detail settings for each zoom 
level—if you really want to show the trees and 
water animation at continental scales you can, 
but you won't be able to see them; on the other 
hand, you can turn them off for improved per- 
formance at high zooms while still having them 
on for better detail and visuals at low zooms. 

On the maps, you'll find regions, towns, 
cities, and industries (basically anything that 
supplies or requires goods, including farms). 
Towns and cities can be set by the map design- 
er to have chances of developing certain kinds 
of industries; for example, Detroit might be set 
to have no chance of developing nearby rubber 
plantations but an extremely good chance of 
developing an auto industry... or you could 
give it an even chance of developing auto, steel, 
or textile plants. Regions are larger areas that 
control the initial placement and growth of 
industries outside of town/city areas; in most 
cases you'll find your raw resources outside the 
towns/cities, and your processing facilities clos- 
er in to them; it’s your job to connect them up. 
All told, the game will have some 34 cargoes 
(versus 21 in Railroad Tycoon). 

A big part of your business will be your sta- 
tions, and here Steinmeyer has taken a page 
from both the Railroad Tycoon and Heroes 
books. Like the former you can expand them 
with a variety of buildings—hotels, water tow- 
ers, post offices, etc.—to increase the profitabili- 
ty of your runs. Like the latter, you get a nifty 
visual look. “The total inspiration for this is the 
Heroes city screen,” says Steinmeyer. You'll get 
different architectures for different parts of the 
world (six are planned now). Unlike the original, 
the number of stations you can have is essen- 
tially limited by your memory (the same holds 
true for trains). 

The time scale of the game is roughly equiv- 
alent to that in Railroad Tycoon; says 
Steinmeyer, “A train runs as far in two years of 
game time as it would in 24 hours of real life. 
The game itself will go through that two years 
of game time in about five minutes, depending 
on how fast the game speed is set to.” Soa 
train run in the game actually represents many 
runs, and the profits reflect this. An abstraction, 
yes, but as Steinmeyer says, “It’s all a matter of 
abstracting things in a way that will make it 
work but still carry on the spirit of what you’re 
trying to represent.” 


“I’ve been working 
on the railroad” 
Track laying has grown up as well. Gone are the 
days of Railroad Tycoon's awkward combination 
of keyboard and mouse actions; they're replaced 
with your basic drag and drop. As you drag out a 
potential path, two numbers are displayed for 
each segment: one shows cost of that square 
and one shows its grade (easy grades are green, 
steep are red). Totals are calculated on the fly, so 
you can move your mouse around to test out 
different possibilities before hammering your 
first spike. They do not fully represent tunnels 
(visually speaking) in the game because at the 
graphics scale they use, the mountains aren't 
high enough to portray them. If you run a track 
through mountains, however, you do get some 
visual and some functional portrayals: there is 
some deforming of the terrain (a leveling of the 
grade), and the cost of running track in that 
square is a Jot higher—functionally the same as 
building a tunnel. 

Early on you can plunk down single or double 
track; single might be best for spurs to remote 
resource locations, while you'll want double for 
main runs (especially between cities). Later on 
you can electrify track—especially important in 
European settings—if you're willing to pay the 
up-front costs; electric track is, unlike the original 
game, represented on-screen with it’s own tile set. 

The game will cover over 200 years of railroad 
history. According to Steinmeyer, the first steam 
powered locomotive on a track was in 1804. “It 
was a prototype. But for whatever reason they 
didn’t actually pick up and start to run with it for 
another 25 years. We'll actually allow you to start 
the game in 1804 if you want to—kind of the 
hypothesis of ‘what if they had started a little bit 
earlier?” Or you may choose to start in 1829, or 
at other significant dates, and you can run up to 
about 2010 or 2020. “We will have a few futuris- 
tic engines—a couple of bullet trains that are 
state-of-the-art now, and we'll probably hypoth- 
esize a little bit about a couple of Mag-Lev trains, 
some 300 mile-per-hour trains.” 


Steam, diesel, and electricity 
One significant operational difference from the 
Original is the abstraction of the track switch- 
ing. The signal towers are gone (“I thought it 
was a little bit too nit-picky,” says Steinmeyer). 
Train disasters, which only happened in the 
Original if the player made a mistake (there 
were never random ones) now occur commen- 
surate with your position as leader of a train 
company (instead of as a down-in-the-weeds 
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“Fans of the space shooter genre will have 
a field day with Descent: FreeSpace” 
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“It simply looks fantastic with a fast 

frame-rate, beautiful ship designs and 

special-eftects galore.” 

- Online Game Review 

“This is one mighty tine space combat sim." 

= * ! - CNET Gamecenter 


"FreeSpace's fantastic effects, excellent 
gameplay, and well-designed interfaces 
could make it a serious contender for the 
space-combat crown." 

- Gamespot 
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Instead of spending a fortune on 3D rendering, PopTop is using actual train and building models; this saves 
money and lets them get much more detailed and realistic-looking imagery in the game 
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One of the train management screens; here you set your train’s route. Note the dials—in the final game 
those will be “live,” and will indicate water, sand, and “oil” (read: maintenance) levels 
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company; obviously hauling freight has been your forté 


aS om 
Play the stock market for fun or profit (hopefully both) Doesn’t look like you’re doing to badly by your 


dispatcher); if you make a high level decision to 
slash your maintenance budget or to run lots 
of trains quickly through a crowded corridor, 
you can expect more disasters. 

Detail-freaks, however, will have different 
things to keep their attention—while some of 
the train dispatcher detail has been eliminated, 
a touch of cab simulation has replaced it. When 
setting up a train’s run, you can vary its priority, 
and you can tell it how long to pause at a sta- 
tion (trains can now pause until they're half 
full). You can also pay much more attention to 
the operation of each train; from inside the 
train screen you can set its throttle, monitor its 
water and sand levels, even track its “oil” 
(Steinmeyer says oil is “basically a proxy for 
maintenance in our game’). 

PopTop is planning on having approximate- 
ly 50 engines in the game when it ships. Each 
engine will be introduced into the game at 
approximately its historical date of emergence. 
Like in Railroad Tycoon, you won't explicitly 
purchase other rolling stock. “What we do is we 
have a car cost built in—it’s called car mainte- 
nance—and it’s based on how many cars you 
have. So you do pay for your cars—essentially 
you rent.” 


Look, Ma—I’m a rail baron! 
Buried somewhere in Steinmeyer’s back- 
ground is a degree in finance, which may 
explain the game’s emphasis on that feature. 
“We have significantly more detail than 
Railroad Tycoon did,” he boasts. Once again 
it's kind of optional—you can just take the 
amount of money you have at the start of the 
game, run your railroad, and be happy. But if 
you choose to devote a little bit more atten- 
tion there’s a lot more flexibility and options 
available on that side. That was actually prob- 
ably the part of Railroad Tycoon that bothered 
Steinmeyer. “The operational side | thought 
they did a very good job with, [but] | thought 
they skimped a little bit on the financial side.” 

One change is that you, the gamer, are dif- 
ferent from the company you control; yes, 
you start out in charge of a company (but not 
usually full owner of it), but you can then 
move on: "You can sell out of that company, 
you Can quit and start another company, they 
can kick you out, your company could buy 
out or merge with another company. Any 
kind of thing like that that would seem realis- 
tic we allow here.” 

According to Steinmeyer, there are several 
ways money flows to you as an individual, 
including salary and bonuses and stock divi- 
dends and appreciation. “You make more 
money as a Salary and a bonus as a chairman 
of your company. The better your company 
does, the more you'll get paid.” However, you 
don’t control your salary—that’s based on 
your performance. “We also have managers in 
the company—you’re kind of seen as the 
high level guy and the manager's a details 
guy. They’re kind of like heroes in a typical 
game; they each have their little bonuses and 
penalties and costs and so on.” 

As chair of a company you can sell bonds 
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and issue stocks (up to a point). You can also 
play the stock market as an individual if you 
wish; this can be passive, as an investment, or 
active. Once you get a certain percentage of 
stock you can call for elections; if you win you 
then take over that company. If you have less 
than 51% of a company’s stock you could be 
in danger of getting kicked out as president if 
your performance is poor, but on the other 
hand a top performer with only 5% interest 
could be allowed to keep the reins. If you own 
stock in a company you can work to block the 
election of a competitor, and if you own 
enough stock in more than one company you 
can force mergers (or switch back and forth 
between the chairmanship of the companies). 


pany is Gould, 

anderbilt’s a computer! 

In an odd juxtaposition, this game about old- 
tech networks—rail ones, that is—will be 
playable on high-tech networks, be they LAN, 
Internet, or modem-to-modem. While the 
networking’s not in the version of the game 
used for this article, Steinmeyer believes he'll 
have few, if any, problems: “This game lends 
itself well to multiplayer...the amount of 
information that needs to get passed back 
and forth is relatively low, so we'll be able to 
support probably 32 players over regular 28.8 
Internet connections. It’s not a twitch game, 
so lag won't hurt us.” 

Beyond the direct hook-ups, PopTop will 
support the standard DirectPlay connect 
points. According to Steinmeyer, any TEN or 
Mpath-style service can run the game, “if we 
give them permission (| don’t really see why 
we wouldn’t).” In addition to that, Gathering 
of Developers plans to have their own server. 
“The generic interfaces to Mplayer and all 
that—that’s 100% [certain]; the Gathering of 
Developers battle.net-type deal is probably 
about 80% I'd say.” 

Steinmeyer really hopes that the battle.net 
style hookup comes about, because it will be 
the easiest for one of his key audiences (the 
non-gaming train fan) to use. Multiplayer 
games can be as competitive or as coopera- 
tive as the players make them. Because you 
can run your trains on other players’ tracks 
(for a share of the profits), the artificial cheat 
(used against the Al in the original) of block- 
ing access to a major city by encircling it with 
track will be reduced to insignificance against 
either human or computer opponents. 

Computer personalities will be introduced 
near the end of development, when the 
game’s variable set will be locked in. 
Steinmeyer and his researcher will set up a 
table of the different personalities, each with 
some 6-12 traits. He hopes to make the Al 
personalities distinctive: “A lot of games have 
personalities, [but] they tend to be fairly 
bland—you really can’t perceive much differ- 
ence between them.” He plans a mix of bland 
and strong personalities for the Al players, 
something that would hopefully allow you to, 
as he says, “look at a game 10 years into it 
and tell who's been running what railroad. If 
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Proving the capability of smooth steel wheels on 
smooth track, Richard Trevithick’s prototype was 
the world’s first steam locomotive. 


Weighing less than six tons, but able to haul 20 — 
tons at 10 miles per hour, the Rockets became the 


world’s first operational passenger and freight 
locomotives. 


Designed by William Norris, built in Philadelphia, 
PA, and shipped to Germany, the Prussia reached 
speeds of up to 27 mph hauling hundreds of 
coached from Berlin to Potsdam as one of 
Germany’s earliest locomotives. 


With it’s simple construction and flexible usage, 
the American was the most popular U.S. locomo-- 
tive on the mid to late 19th century. 


Designed to handle the heavy freights that the 
American could not, the Mogul featured increased 
traction and a top speed of 50 mph. 


Originally built by Baldwin Locomotive Works for 

use in Japan, the Mikado became the most com- 
mon freight hauler in the U.S. and played impor- 
tant roles in both world wars. 


A redesign of the 4-6-2 Pacific, the Hudson’s four 
wheel truck supported a larger boiler and firebox, 
translating into faster speeds for passenger trains. 


Weighing 600 tons and measuring 133 feet long, 
the Big Boys were the longest and heaviest steam 
engines to go into production, and were capable of 
hauling 3600 tons of freight up mountain grades. _ 


This orthodox Austrian electric design was ini- 
tially pressed into express work, but found 
longevity in it’s originally designed role as a 
heavy freight hauler. 


The F3 was part of a class of cab diesel locomo- 
tives which began a new era of power and reliabil- 
ity in locomotive design. 


Using the hood design for better visibility, the GP 
(General Purpose) was what the railroads want- 
ed—an engine that could do anything. 


With the result of increased horsepower, the SD45° 
was the first diesel to have an engine with more 
than 16 cylinders. 


+The modern evolution of the diesel design, the 
AMD-103 will carry U. S. railroads well into the future. 
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: : Steinmeyer ine on ee hist team « con- 


wen sists of a grand total of four people (him- 


self included). After a three-game stint 
with New World Computing (Iron Cross, 
Heroes of Might and Magic, and Heroes De 


- meiner broke off to form his own 


: : ‘sailed i into shat gaming enepels St. 
 Louis.... Well, okay, perhaps not a gaming 


e metropolis, but it is both his home town 
anda locus in the railroad network of the | 


US. (Italso. has j a great railroad museum, 


~asource of information, images, and even — 
textures for the team.) Their game willbe 
one of the three headliners for new pub- 
__ lisher Gathering of Developers, and the 


first strategy game in a sea of action titles 
é ‘Gathering has lined up. 

In addition to heading up PopTop, 

: " Steinmeyer is also the company’s sole 
e programmer/designer, and he’s been - 
working on the game that’s become 


oo Railroad Tycoon II for about 14 months. 


at Next to join the: company was Todd 
_ Bergantz, who's now working on 3D and 


world art (his father, a huge railroad fan, 
) has been providing information and 


even some of the models for the team). 
Paul Mullen, who joined a year ago, is © 
_ doing interface art and sound design for 


_ the game, and Frank Lutz (who's lost his 


title of “Quake fragee” to Steinmeyer) is 
the newbie working on world art and 
video. While Steinmeyer i is the only 
team member with extensive game 

a development experience (Lutz has a 


bit), everyone at PopTop is a gamer of 


- some form or another. 

And why the name PopTop? “Jimmy 
Buffett” says Steinmeyer. He labels him- 
self a Parrot Head, and said on the day 
he was brainstorming the company 


an name, “Margaritaville” came up on the 


te radio: “| blew out my flip-flop/stepped 

ona poptop/cut my heel/had to cruise 
on back home...” and a new developer 
- wasborn. = | 
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it’s Gould, he’s been building like nuts—he’s 
all over the East coast; if it’s Vanderbilt, let’s 
say he hasn’t built anything—all he’s been 
doing is buying and selling stock trying to 
crush everybody in the stock market.” 


Whistle into the future 

When the team is finished, Railroad Tycoon II 
will have been in development for almost two 
years. Steinmeyer doesn’t plan any immediate 
follow-ons (no Railroad Tycoon '99?)—there may 
be an expansion pack, or they might do another 
train game years down the line, but for now 
he'll apply lessons learned from his Heroes days 
and take PopTop in a new direction. With his 
trusty S3D engine in hand he figures the next 
game (whatever it is—he’s not sharing what he 
has floating about in his head) won't take as 


long: “I hope to have the next game done ina 
year and a half—programmer’s estimate,” he 
laughs, “Take them with a grain of salt.” 

But for now it’s trains, trains, trains. 
Steinmeyer pays homage to Sid Meier, saying 
“He did a great job with the design of Railroad 
Tycoon and it’s kind of a challenge to improve 
on it in some ways.” But his dedication and 
enthusiasm for the kind of experience a sequel 
to that classic must provide is clear, and even in 
a pre-alpha state his design reflects his devo- 
tion. As he says, the game is “a neat way to have 
a cool and competitive and expansive game, a 
Civilization-type game but with a whole differ- 
ent set of tools to play with.” Here’s to multi- 
ton, steam-powered tools that run on rails— 
may this newest generation be as much fun to 
play as the old. = 
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The most revolutionary Pe es 
action/strategy game of its kind. eee 
Nothing comes close to offering such ie 
an exciting combination of strategy 
team-building, realistic three-dimen- 
sional graphics and true-to-life 
special forces action. ONE SHOT 
KILLS, The ultimate goal is to save 
yourself and the world from deadly 
terrorists. You must successfully 
complete 17 unique missions, and tf 
you die, the game isn't over: 
THE WORLD IS. 
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Trailer Trash Grannies pound a Cyborg six-legger! 


Just one of the many 
warriors available 
from each tribe! i= 


Enforcers: Bikers: Amazons: Death Cultist: Trailer Trash: 
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»@ Play any of SIX Tribes: Enforcers, Bikers, Trailer Trash, Death Cultists, Cyborgs and Amazons — 
With or against your friends or the cunning computer! 


»® Multiplayer features — Head-to-Head, Network, and Internet play! 


»@ Play the many Preset Scenarios or a full Campaign Game — Fight across dozens of 
battlefields! 


»@ Full-function scenario/tribe editor — Create your own warriors and battle scenarios! 


= 
Coming to Software Retailers World Wide in May 1998! Reserve your copy today! TALON OFT. 
Call (410) 933-9191 or visit our web site at www.talonsoft.com ©Copyright 1998 TalonSoft Inc., P.O. Box 43730, White Marsh MD 21236 
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if this were a real game, you’d be about to die. Thieves only do head to head combat as a last resort)... So 


me of the architecture is downright, erm, Unreal 


Thief: The Dark Project 


Still hidden in shadow, but drawing ever nearer 


arrett drew back his bow, and with a soft “twang” the water arrow was away. It snuffed 
the torch in the alcove ahead, giving him a pool of shadow to creep through. Between 
the pillars he could see down to the floor of the factory. The Hammerite worker had his 
back turned, but he was too far away for a sure shot. Still, everything was going according to plan, 
when, “Clang!” his foot came down on a metal grate rather than solid stone. 
“Eh? Who goes there!? Show yourself!” the Hammerite cried, looking this way and that to find 


the source of the sound. 


Silently, Garrett drew back into the shadows and waited, his heart pounding. After a few 
moments, when his searching proved fruitless, the Hammerite went back to work. 

“Must be my imagination playing tricks on me,” Garrett heard him mumble. 

Garrett drew a moss bomb from his pack, and tossed it onto the grate. It blossomed into a foot- 
step-quieting carpet of moss, allowing him to cross the grate silently. Now the Hammerite was 
almost directly below him—an easy shot. This arrow was significantly more substantial than the 
water variety, and it buried itself between the shoulder blades of the Hammerite. He cried out in 
pain but did not die, stumbling towards the bronze alarm gong. One note from that and the area 
would be thick with guards. Garrett dropped to the floor, drew his short sword and finished the job. 


The Hammerite was dead. 


By Peter Smith 


and System Shock.") Garrett, the character you 
play, cannot take an inhuman amount of punish- 
ment, nor can he take on a dozen enemies and 
leave them all in small pieces. Instead, he must 
rely on stealth, as is appropriate for a thief. 

The game is laid out as a linear series of mis- 
sions with strong storyline. As the game starts, 
Garrett is a burglar working for hire (a very good 
burglar, at that; one employer refers to him as “an 
artist”). As the game proceeds, he gets swept up in 
something much bigger. 

Garrett's world is a mish-mash of magic and 
technology. For the most part the ambiance is 
medieval, but there are some steam-powered con- 
traptions and some early attempts at using elec- 
tricity. As was made clear countless times during 
Our visit to Looking Glass’ Cambridge office, envi- 


The room was quiet. No other Hammerites were near. Garrett stepped up to the machine and 
pulled a lever, closing the mold. Another lever caused a vat of molten iron to tilt, filling the mold 
with liquid metal. Garrett looked down at the temperature gauge on the machine, and when the 


ronment is key. As LoPiccolo says, “We have the 
topology of the city pretty well mapped out.... 
We really want to give you the sense of place, 


metal had cooled sufficiently, he yanked the first lever again and out dropped a newly minted 
hammer, symbol of the Hammerites. Garrett hefted it and proceeded with the mission at hand... 


Yes, but what about the game? 


Bad fiction from a frustrated writer? Perhaps, but it is an accurate depic- 
tion of the world in Thief: The Dark Project. The only embellishments are 
Garrett’s heart pounding and the fact that the Hammerite stumbled after 
being shot. (At the rate Looking Glass is going, these features might be in 
the finished version too.) 

Thief is a first-person 3D action/adventure/RPG that doesn’t have: 1) A 
BFG; 2) A skillion pointless levels; 3) A 16 player fragfest mode; 4) A virtu- 
ally invulnerable hero. Instead, Thief blazes a new trail. Looking Glass is 
trying to remind us that there is more to first person 3D than blowing up 
countless enemies with little regard for your own life. (Project Director 
Greg LoPiccolo calls Thief “the spiritual descendant of U/tima Underworld 
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we really flesh out a huge city over the course 
of the game.” 

For the tools of his trade, Garrett depends ona 
small handful of weapons: a blackjack, a short- 
sword, and a bow with a variety of different kinds 
of magical arrows (the aforementioned water arrows douse flames, 
explosive arrows blow things up, rope arrows allow Garrett to climb, and 
so on). The moss bomb mentioned is real, and there are booby traps and 
skills like pickpocketing to use. “We're hoping to give you a bunch of 
interactions with the world that go beyond sort of throwing projectiles.” 


Sounds like fun! 


In order for all of this to work, the world needs to operate logically. 
Looking Glass has built an engine from the ground up, and in addition to 
providing stunning graphics, it offers very realistic physics (a hallmark of 
previous LG entries). Sound is all-important in the game. Make too much 
noise and you'll draw unwanted attention to yourself. Also, important 


| 


Fs eat tite ee eaneieah tie { 


07 : 
yee 
mer 7 
= 7 


The Hammerites are aptly named— these are definitely not Craftsman tools... | can take these guys.. 
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Walk quietly— carry a big stick... See my sword? Ain’t it purty? We three kin 


clues can be picked up by hiding in the shadows and eavesdropping on 
NPC conversations. They even talk to each other about you: “Be careful if 
you see the intruder. He is well armed and dangerous!” one tells another. 
To facilitate all of this, sound is modeled on a 3D matrix, much as the 
solid world is in all 3D games. This allows sounds to propagate appropri- 
ately, and attenuate accurately. Those of you with 3D sound systems will 
really benefit from this, as you'll be able to accurately pinpoint where a 
sound is coming from. 

Beyond sound, other aspects of the world 
are quite real. The engine uses two levels of 
resolution in order to manage the display of 
certain details. Most of the world is rendered 
at a resolution high enough to pleasingly 
show walls, buildings and creatures, but low 
enough to offer a smooth frame rate. But in 
certain spots, the resolution is cranked up to 
show the smaller details. Signs, for example, 
are in high resolution so that they can be 
easily read. Stained glass windows are gor- 
geous in their detail. And the functioning 
dials on the machine in the intro? Same 
thing. These dials are 3-4 inches across in game terms, yet you can still 
easily read the numbers on them without having to resort to some kind 
of “zoom mode.” 

The sword fighting is more complex than Quake’s punching, but far 
less complex than, say, Die By The Sword’s VSIM. Tap the attack button 
and you'll jab with the sword. Hold it down a short time, and you'll slash 
across, and hold it down a long time, and you'll haul back to make a dev- 
astating overhead thrust. The NPCs are savvy to this, though, and when 
they see you drawing back for that huge blow, they'll dart in and jab you 
in the throat a time or two. 


What about deathmatch, duuude? 
As planned now, the game will have no multiplayer component. 
Looking Glass has been watching the market and anticipates a growing 
distinction between primarily multiplayer online games (among which 
they count Quake I/) and solo games. They feel it’s time for a single 
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player game to stand up and say, “Dammit, I'm proud to be a single 
player game!” 

They anticipate the game will ship with 16 large missions. In order to 
make it feel even larger, they plan significant differences between vari- 
ous difficulty levels, so what worked at “easy” might not work at “hard.” 
The intent is to allow lots of room for improvisation—if you move 
through a level, find a puzzle, solve it, move to the next puzzle, solve it, 
and so on, they will have failed in what they're attempting: to provide 
a large rich, 
real gameworld 
to experience. 

When asked 
whether a level edi- 
tor would be pro- 
vided, there was a 
bit of hemming and 
hawing. Best guess 
is that they'll “burn 
it onto the CD and 
provide it unsup- 
ported.” Clearly, the 
desire to get it into the hands of enthusiasts is there for LoPiccolo. 
“There’s such a depth of expression in areas that other engines haven't 
touched. Graphically, you know, we're not doing anything that people 
haven't seen before, really,” he says modestly. “But in terms of a lot of 
the other interactions, how easy it is to do really deep sophisticated 
things just with the editor, we’d love to see people go nuts with it.” 
Intriguing? You bet. The editor handles more than just walls and floors. 
It can build interactions between objects too. 

During our visit, Thief: The Dark Project was just starting to coalesce. 
The engine was basically done, the early levels were being finished, 
and as parts were demonstrated, other members of the team crowded 
around, seeing new areas for the first time. The buzz in the room was 
intoxicating. This is a team of creative, enthusiastic game developers 
working to expand the boundaries of first-person 3D gaming. We'll 
know whether they've succeeded or not come the fall, when Thief: The 
Dark Project is scheduled to ship. 


Greg Lo Piccolo 
Project Director 
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The most anticipated RPG of the year. 


In the FORGOTTEN REALMS®, we've lived through foul pestilence, 
vicious battles, exorbitant taxes, and even the occasional dragon. But 
when HE showed up, things really started getting ugly. 


Prepare to be immersed into a world of intrigue and mystery on a 
perilous quest to rescue a storied land from impending war. Even your 
own soul is at stake as you and a party of adventurers become entangled in 


a dangerous riddle of betrayed alliances, dark prophecies and murder. 


Will you become the unlikely hero of the story, or merely another of its 
unfortunate casualties? Before you answer, the big guy here might have 
something to say about it. 


F ) Explore an immense, intricate game world - from cloud-covered 
> mountains & rain drenched plains to dark catacombs & abandoned 
temples - all meticulously rendered in lush, 16-bit SVGA graphics. 


+ Invoke more than 100 spells - Freeze enemies with an icy blast 
» from a Cone of Cold, or incinerate them with a searing stream of 


magical flame. 


Es » Push your leadership skills to the limit as you guide a party of up ce 
to six characters, each with a personality that affects gameplay. Seam es 
Dont let your stubborn fighter pummel the arrogant thief- you | 
may need their teamwork in your next battle. 


Create your character from six AD&D® races and 26 different ae 
is . classes and subclasses. You control every attribute, down to skin 1 
» ~ and hair color, weapons, and armor - all accurately depicted on-screen. | 


BY GAMERS. FOR GAMERS. 
www.interplay.com 


DUR’S GATE, FORGOTTEN REALMS, the FORGOTTEN REALMS logo, ADVANCED DUNGEONS & DRAGONS, AD&D, the AD&D logo and the TSR logo are radatinlan oF 
are used by In prin under license. Interplay, the Interplay whe and “By Gamers. For Gamers.” are rad mark = ok Jnempiay Productions. geist reserved. The BioWare 
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any of this year’s crop of 3D action games are being promoted 
as a move beyond the pure action of Doom and Quake, 
promising true “next generation” gameplay to go with their 

y 3D engines. These games are usually defined by having more 


r profi les—Thief The Bark Project, Sressnmesee Requiem: Wrath of the 
falls into the latter category. Developed by Cyclone Studios, cre- 


“People like seeing characters react and talk to you, getting informa- 
n and wondering what they'll tell you next,” says Helmut Kobler, 
President of Cyclone Studios. “The story keeps you going more than get- 
g to the end of the level.” 


TTeR TO ReiGn iN HeLL 

Han SeRve in HeavEn 

_ As one of the few games inspired by John Milton's epic poem “Paradise 
Lost,” Requiem posits you as an angel in a world known as Creation. After 
a great war known as The Breaking, two factions emerge: the Fallen and 
the Chosen, who both vie for control of Creation. When the Fallen 
descended to Creation, they inhabited the bodies of military leaders, 
given them access to all of the militaries’ weaponry, including the 
mechanical droids that populate the game world and serve as token bad 
guys (alongside crowd favorites like human soldiers and chaos demons). 

Your Sea is one of the Chosen, an Old Testament “fire and 
“kind of angel. “He’s not the cute little Messiah cherub,” jokes 


- coud of dust)? You will be able to acquire guns (or “secular weapons’), 

_ butlyour main arsenal will be your angelic powers. You get mana, which 

ls your angelic powers, from doing good deeds, and killing off inno- 

~~ cent ivilians is frowned upon by the big guy. 

| ce ~ Your ultimate goal is take on the leader of the Fallen, Lilith, who in 
cial i: ‘brew folklore v was Adam’s first wife. (Incidentally, she’s also served as a 


oppression She also has her own concert tour.) 

When asked about the premise, Kobler says they were drawn to the 
‘$ drama of Milton. When asked if they’d be the first developer to have 
every key member of their team an entire team that had read Milton, 

_* Kobler laughs. “Well...” he pauses, “they haven't actually read ‘Paradise 
“-_ Lost.’ But they did read the Cliff Notes.” 


© with tHE® conversing 
I Forget aLi tiMe 
~ Though it’s been a fixture of role-playing games like U/tima for years, 
“much is being made of the next generation of 3D shooter's increased 
~ emphasis on realistic characters that act and react to your presence. 
Requiem, much like Half-Life, features pre-scripted events with characters 
interacting not only with you, but with each other as well. 

When entering into discussions with characters in the game, objects 
will initiate additional topics. “We didn’t know if action gamers would be 
ready for ‘A. B. C.’ style responses, so we've done it in such a way as not 
to slow down gameplay,” says Kobler as we move into a section of a test 
level where two guards are executing another civilian. At this point, you 
can intervene or just watch. During this, or any, conversation you'll still 
be able to walk around, and characters will notice this and react accord- 


faLLeN) aNgeL 


ingly. “The idea is to make the characters appear that they notice what 
you're doing.” 

While most of this Al was not yet placed in the game at the time of 
this article, one character type did show signs of intelligence. Soldiers 
guarding an entrance to a building react to your presence, ordering you 
to approach and explain why you're out on the streets past curfew. If you 
just stand there, they get angry and will eventually attack. If you 
approach with your secular weapon drawn, they'll fire on you. And if the 
player has and shows the proper papers to allow passage through that 
sector, the soldier might just leave him to his business. 


by aLL His engineS, But waS heaploN 


sENt 
With hi8S iNdustRious Crew to buILG oN HeLL 
While these “adventure” elements aren't as important as they would be 
in a traditional RPG, Requiem emphasizes understanding the world more 
than destroying it. Episodes are storyline based, so the ever present “find 
the key and open the door” progression is mercifully absent. Sub-quests 
and a wide range of mission objectives are what Cyclone is using to give 
the game depth. Rather than take place in mines, dungeons, corridors, 
etc., all of which feel the same save different wall textures, Requiem takes 
place in real-world settings, from city streets to bars to prisons to Chaos, 
the game’s representation of the area between heaven and hell. 

“A game like Jedi Knight took an itty-bitty step in that direction, where 
you feel like you're in real environments,” says Kobler. Then he dropped 
the bomb. “We're trying to make it very epic in the locales, kinda like Gone 
With the Wind or something.” Hmm... a game based on Milton with levels 
influenced by Gone with the Wind? Consider the possibilities, Scarlet... 

The 3D technology that powers the game is an all-new engine that 
will support software, Direct3D and 3Dfx-native rendering, with possible 
Voodoo2 optimizations. It appears competitive with most of the current 
offerings, offering polygonal characters, complex structures and lots of 
special effects. 


THe mind is Its own Place, anp in itSelf 
CaN make a HeAven of hEll, a HeLL of HeavEN 
Multiplayer Requiem promises a slightly different experience, as the 
worlds will be populated with computer-controlled civilians and police 
that will react to the carnage gamers will inevitably wreak. “I think there’s 
a lot more depth with this style of game,” says Kobler. “Even in multiplay- 
er, the genre is going to go past the empy free-for-all.” 

Kobler does allow that these games are popular and entertaining. “I 
think there will always be a market [for Quake-style games].” However, he 
thinks those days may be over. “Over the next 2-3 years, it’s not going to 
be enough for id to put out just a great multiplayer game.” 


WHat reinfokcemeNt ye —_' Gain From hope; 
If not, wHAt resoLutiIon from despaik 
The release of System Shock should have signified a brave new direction for 
3D gaming, moving away from the visceral but shallow Doom and its ilk 
into one where immersive 3D graphics and realistic physics were matched 
with strong narratives and character development. Instead, the game, pub- 
lished by Origin but developed by Looking Glass, received critical and pop- 
ular acclaim but, for whatever reason, didn’t have the short-term influence 
that id’s classic had. Its impact has yet to be felt—until now. as 
“We think this is the direction that first-person shooters are going to be 
going in the future,” says Kobler. “A few years from now people are go 
to look at Quake and Doom and remember them as being fun, but being 
sort of unsophisticated games with flat and shallow one-dimensiona 
gameplay. We want to take Requiem to the next level.” We'll see if Cycl 
does just that this Fall, when Requiem descends into stores. —Steve Ba 
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—GameSpot Editors 


“Game of the Year” 


—GameSpot Reader's Choice Awards 


“Best Real-Time Strategy Game” 


—PC Gamer On-Line, Reader's Choice Award 
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—Adrenaline Vault 
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Experience the real time strategy 
game that just doesn’t quit. 
Total Annihilation, winner 

of over 50 awards world wide 
and Total Annihilation: 

The Core Contingency, the 
second explosive chapter in the 
world's hottest strategy saga. 
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The anatomy of a furball |- 


Total Air War 


DID’s latest campaign 


xpectations were high for Digital Image Design's F-22 Air 
Dominance Fighter when it came out last year. DID’s last project, 
EF2000, proved to be one of the most advanced and popular 
flight sims in recent memory. EF2000 incorporated ground-breaking 
graphics, an innovative dynamic campaign system, and realistic flight 
modeling. It's a sheer rush to scream down a Norwegian fjord, penetrat- 
ing Soviet defenses along the way, and then hit the ire 
target. So the thought of the U.K-based DID turning its (iam 

efforts to modeling the U.S. Air Force’s next genera- 
tion fighter, F-22 Raptor, excited many. 

However, what came in one package with EF2000 
was split into two different packages with the F-22 
project. First there was F-22 Air Dominance Fighter 
(the simulation), then there will be Total Air War (the 
campaign). The history of Total Air War is somewhat 
confusing. During the 1997 Electronic Entertainment 
Expo, Computer Games Strategy Plus was told that it 
would be a companion pack to F-22 and be released 
a couple of months 
after the simulation ies 


down? Then jump into the cockpit of a nearby Raptor and go after 
them. This capability seems to reinforce the adage that if you want to 
do something right, then do it yourself, 

The mission planner included in the 
game appears to be one the most advanced 
to come out since Digital Integration’s 
acclaimed Tornado. The planner includes 
seven different sections, which can control 
everything from waypoint planning, 
weapons assignment andtargeting, and 
time on target. Designing missions is also an 
easy affair, as the interface is reminiscent of 
the point-and-click simplicity used to design 
air strikes in Harpoon. However, the Total Air 
War mission planner will give the user much 

more power and flexibility. 
For example, when plotting 


shipped. However, DID f__... 
_ now says the project iol 
has evolved and that - 
Total Air War will actu- 
ally be a stand-alone 
product that will allow 
those without F-22 to 
command a strategic 
air Campaign via a 
Theatre Commander 
role. In order to allevi- 
ate some of the outcry 
from those who 
expected to purchase 
a lower-cost add-on, DID and publisher Ocean 
said they plan on setting up a rebate system nT 
for owners of F-22 to get Total Air War at a —_—ehULLULUe 
reduced price, _ | 
CGS+ managed to get alook at Total Air War {mmm 
earlier this year during a visit to DID's main oi 
offices in Warrington, outside of Manchester, 
England. The strategic portion of the game 
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Profile Control 


® Designing a mission is as easy 
as going down the checklist 


“ In the corner is grainy video 
footage of the airfield selected on 
the map. The more often friendly 
planes fly over the base, the bet- 
ter the footage (and intelligence) 
will be 


Y After plotting out a path to 
the airfield, you can then plot out 
the altitude profile of the flights 


waypoints the computer 
will calculate the radar — 
cross section of a flight (fac- 
toring in the RCS of the 
actual aircraft and any ord- 
nance that may be hanging 
under the wings) and then — 
resize the range circles of 
known radar sites to 
account for the risk of 
detection. Thus, players can | 
easily plot a windy flight — 
path for a flight of F-117 
stealth fighters that threads . 


around enemy radar. Or maybe a 
flight of four F-16s are tasked | 
with striking an airfield. The mis- _ 
sion planner will allow a player - 
to give each F-16 a separate tar- 
get (say a hanger or a fuel tank) 
on that airfield, as well as the 
approach for each fighter. That 


bears much resemblance to the AWACS portion 
of F-22. Campaigns will be continual-time affairs 
that can be sped up or slowed down, unlike the 
eight-hour time blocks that the EF2000 WAR- 
GEN campaign system used, Like F-22, the game 
will center around the Red Sea region, including 
Egypt, Saudi Arabia, and Sudan. The game itself 
will have 10 different dynamic scenarios, some 
of which will allow for rather strange alliances— _ 
don't be surprised if your F-22 is flying cover for a flight of MiGs. Owners 
of F-22 will then be able to j jump in and out of any F-22's on the cam- 
page screen. Want to make sure those i ene bombers are 2 shot 


way, the flight can split up short- 
ly before reaching the target and 
attack it from separate direc- 
tions, thus dividing the defenses. 

The question is will Total Air 
War be worth the wait (it’s cur- 
rently scheduled to ship for the - 
third quarter)? For F-22: Air 
Dominance Fighter pilots who | 
have been flying canned missions since February (or, in some cases, last 
November), it may not come soon enough.—Jason Ocampo 
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ging Dr. Strangelove 


behind Global Domination by recalling a scene in Never 
Say Never Again. Sean Connery’s Bond and the villain 
take hold of twin joysticks with electric shock feedback and 
face off on either side of a holographic globe. “We thought, 
‘What could we do with that?” he says, “Then we thought, ‘What about 
Risk? What about Missile Command? They've got great elements in them, 
so how could we apply those?’ And this is what we came up with.” 
Although the title of this November release may sound generic, it’s 
entirely descriptive: the battlefield is a globe that you can spin and tilt and 
zoom at will. Like Risk, it’s divid- 
ed into territories like Central 
America, Kazakh, and the 
Philippines. You'll be able to 
play with as many as 54 territo- 
ries for a more complex game 
and as few as 15 for something 
light. Like Missile Command, the 
object is to rain down missiles 
on your opponents’ territories 


i ead designer Mark Green describes the inspiration 


airfields, shipyards, offensive and defensive silos, and factories, which 
dictate what sorts of attacks they can launch and how quickly they'll 
repair damage. To take over a territory, you have to fill its damage bar, 
after which each attack will start causing critical damage, making it less 
valuable and easier to conquer by other players; expanding your empire 
requires the judicious use of devastation. 

The game will also include power-ups, such as the 
Bionets that clean up nuclear damage, the Doomsday 
device which brings the game to an end, and the tech 
advances which upgrade your weapons. To capture a 
power-up, you have to be the first one to hit it with a 
missile. Any johnny-come-latelys will end up dropping 
their missiles on the ground below, where they're not 

likely to make any friends 
if there’s a neutral territory 
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lai — «< The developers 
while intercepting the missiles steciontely dabas underneath. 
raining down on your territories, these Status Reports Players will be able to 


all in real time. What Psygnosis 
has stumbled on with this fast- c 

paced, frantic, and fun premise ‘onan sae @00 saree avon ®OO 
is a breakthrough in the stag- a a 
nating genre of real-time strate- 

gy games. Imagine twirling a globe on your fingertips 
while volleys of miniature ICBMs arc over the poles 
and along the equator, blooming into tiny mushroom 
clouds when they hit their targets or flashing harm- 
lessly in the air when they’re intercepted. 

Global Domination will feature four types of offen- 
sive missiles. In addition to your standard high-explo- 
sive, nuclear missiles affect a greater area but sway 
neutral counties away from you with the fallout, ele- 
mental missiles will temporarily deactivate a territo- 
ry's silos so it can't defend itself, and firestorm mis- 
siles have a neutron bomb effect. There will also be 


set each missile’s guidance 
system, allowing them to 
choose their approach, set- 
ting straight lines, zig zags, 
wide arcs, or even paths 
the long way around the 
world to coordinate 
attacks from multiple 
fronts. Rates of fire are lim- 
ited by heat build-up ina 
silo, so you can choose a 
concentrated flock of mis- 
siles or a slow and steady 
barrage. In multiplayer 
games, teams will be able 
to launch from the same 
territory, but each silo’s 


“geek windows” 


The final solution to. 
NAFTA V 


four defensive missiles: the vanilla Patriot, the jammer 
that drops missiles onto the ground where they're 
intercepted, the reverser which sends them back to 
their point of origin, and the shield which creates a 
protective barrier against multiple incoming missiles. 
Territories can also launch bombers, which serve as 
mobile missile silos, capable of attacking or defend- 
ing from a remote location with whatever loadout 
you've given them. Submarines can approach unseen 
by your enemies and satellites can destroy a territo- 


heat build-up will limit the 
effectiveness of overlap- 
ping duties. Teams will fare 
best by splitting into 
regions or dividing defense 
and offense. Up to sixteen 
players will be able to work 
in up to eight teams, with 
any combination of com- 
puter opponents, each 


ry’s resources with pinpoint precision. 

There's a strategic element to Global Domination, but it’s bei ng 
streamlined to keep the focus on the missile lobbing. Each territory has 
an economic base that determines how many weapons it builds of each 

type, with the more powerful ones being rare. Territories will also have 
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fully configurable by skill and personality. The single player game will 

have 20 missions narrated by a live-action film; a scenario editor and 

quick mission builder ensures replay beyond these 20 missions. 

However, no sign of electric shock feedback joysticks. -Tom Chick 
Global Domination « Psygnosis * Windows 95 
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irgin’s Kevin Potter describes the folks at Hyperion 


pretty good, so we picked it up.” 


Nox does look good, but it also looks very familiar. It’s a single-char- 
acter fantasy RPG/action game, played from an isometric overhead 
view. You character has health and mana. He or she casts spells illumi- 


nated by graphic flourishes. You wander through the levels 
of a castle, beating back hordes of beasties and racking up 
experience, inventory items, and new spells. At first blush, 
this is Diablo with a brighter U/tima palette. 

But the most significant difference is Nox’s exclusive 
emphasis on magic. Your character doesn’t have weapons 
(although the developers may add a hand-to-hand weapon 
for those desperate moments when you're drained of 
mana); rather, the tools of trade are spells and wands. You'll 
find wands scattered around the dungeons; you choose 
which one to keep in your hand, popping off a charge with 
a left mouse click. 

The spellcasting is Nox’s unique angle. Your character has 
a queue of five spells; a right click casts them in the order in 
which they’re entered. To queue a spell, you have to cast it 
using the keyboard. Each spell is like a macro, tapped out on 
the cursor keys, which represent hand gestures. For 
instance, the exploding glyph, a prox- 
imity mine that can also be remotely Dem bones 
detonated, might be “right, right, left, Two-fisted spell 
up, down.” Typing these directions will casting 
drop the exploding glyph in the queue, 
ready to be launched 
with a mouse click. 

The end result is an 
interface vaguely remi- 
niscent of combos in 
fighting games, but 
you're a wizard instead 
of a pugilist: you move 
and attack with the 
mouse in your right 
hand, while your left 
hand plays out the 
spells you'll be casting. 
These macros will 
become familiar for the 
spells you most com- 
monly use, but at any 
time you can open your 
spell book and drag 
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Technologies as “kids fresh out of college.” “They were working 
on this driving simulator for a university in lowa,” he explains, 
“and they were doing [Nox] in their spare time. We thought it looked 


Opportunity Nox at Virgin’s door 


Where's the raid when you need it? 


unfamiliar spells into your queue. But, as with fighting 
games, anyone who learns the combos will enjoy a 
faster and more fluid game. Each gesture also has an 
accompanying sound, so in multiplayer games, you 
can hear which spells a nearby wizard is queuing up. 

The game has three three-level castles representing schools of 
magic, Red (attack spells), Green (nature magic), and Blue (illusions). At 
the end of each castle, you'll face its master wizard. Graduate through 
them all, and you'll face the final castle and the White Wizard. Nox rep- 
resents line of sight by completely blacking out what you can’t see, 
adding uncertainty as to what might be lurking in the shadows. The 
constantly moving black-out patches make the levels look like flowers 
blooming dark petals as you walk through their halls, passing doorways 
and columns. Each object in 
the game can be moved, 
from pieces of furniture 
right down to the bones of a 
shattered skeleton you've 
just killed. 

Signposts and a voice- 
over narrative will guide 
you through the levels. 
Since Nox is decidedly ori- 
ented towards action, most 
of the puzzles are key 
hunts, but some of them 
will require moving objects 
and pressure plates. 
Inventory items include 
armor, scrolls that teach 
you new spells, bread and 
apples to replenish heath, 
and wands. Stationary 
Obelisks will recharge your 
mana. David Bradley’s com- 
pany, Heuristic Park, is 
designing the menagerie of monsters. 

Although Virgin wasn’t ready to show it yet, Nox’s multi- 
player action promises some spectacular fireworks. One of 
the most successful tactics during testing has been to 
squat by a recharge obelisk and summon monsters to 
defend it. But the variety of spells, from teleporting to 
reverses to guided bombs to a whole slew of attacks, 
should allow them to balance the game to fight such cow- 
ardly campers. Multiplayer game types include capture the 
flag, king of the hill, deathmatches, and scavenger hunts. 
The scavenger hunts are won by gathering a collection of 
items, but you can take a shortcut; simply kill someone 
who's been busy gathering and steal the fruits of their 
labor. In keeping with the school motif, frags are “lessons 
taught” and deaths are “lessons learned.” But you won't be 
able to attend this school of hard Nox until the holiday 
season. —Tom Chick 
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This is the absolute BEST quine 


| have EVER played in my WHOLE ENTIRE LIFE! 


Baa 
can't believe how super mobile the character is and the screen cam shots are INCREDIBLE! 
he gaming world has been waiting for a game like this since Ultima. | have not been able to stop playing the game since | first downloaded. Even when | 


m NOT playing, | am thinking about different techniques, movements, and possibilities this game has. | am definitely getting this game. Posted by Gina Shaw on 
Aarch 16, 1998 at 18:03:51: //Awesome, that's all | cam say. Posted by digriz on March 17, 1998 All | can say is this game kicks, major, major ass. It’s got 
epth, a plot, a sense of humor, GREAT graphics.. it’s smooth as silk. It’s nice to see [Tantrum] Interplay publishing games like | remember when | was a kid 
1 the 80's. Keep up the good work, f00 much eyecandy for one night, have to pick the sugar out of my tearducts. That was a great game! Posted by Javelin 
wait for a add-on level pack! Anyone having any 
its a winner!!! Congratulations Interplay (Tantrum/ 
by Canis lupis arcticus on March 14, 1998 This 


n March 28, 1998 That was a cool game! | can't 
oubt about picking up this title, have no fear 
reyarch]! // Shields and Aux Weapons Posted 


the pinnacle of games. Congrats to all who took he | a part of its creation. // What??!!?!? Posted by Canis 
. —— ; y . ® 

n March 22, 1998 It is better than any other es 4 sat that has ever been made. It is a pinnacle of 

lood and gore. Interplay's [Tantrum/Treyarch] D_Y ie ta best is better than the best of any other company 


ut there. All I can say is...KICK ASS Posted 
me somebody figured this out. Vsim is what 

eyboard VSIM rules! Be Zorro!! Posted by Skazz 
vho think this will be one of the best games 


lash to finish off an orc, or the very effective 


by SpHeRe on February 27, 1998 Wow! It's about 
we always wanted and then some. SpHeRe // 
on March 14, 1998 First I'll add my voice to those 
of this year... | love the "trademark" ZORRO 
downward diagonal swipe to decapitate a kobold. 
kazz (From the DBTS message board) From: Joel Mack <whooter@novia.net>, Subject: Re: Die 
y the Sword...Any good?, Newsgroups: comp. | sys.ibm.pc.games.action, Date: 25 Mar 1998: 
fm VSIM is the only way to play, and With a FF joy- 
B something. There's nothing like swatting a Kobold 
| off the wall. Heh. Joel Mack (whooter@ 


games.action, Subject: Re: Die By The Sword - 


icked it up this afternoon, very very cool. 
tick, you know when you've cut through 
lear across the room and watching him bounce 


asis.novia.net) //Newsgroups: comp.sys.ibm.pc. 


ny first impressions please, Date: Mon, 30 Mar 1998 The game graphics are quite good The level 


lesign is also good reminds me of Tomb Raider, 
tuff... Ai: better than some of the other first 


can go multiple ways of completing a level, good 


et _ BY GAMERS. FOR GAMERS? ’ ‘\ By ie i Bick 
| = — alia person/third person games I’ve played, enemies 
hase you if you try to retreat, kobolds run and hit, all in all it’s quite good. It's one of the best 


cE 
james that | have played. To those who are Now Availa ble not sure if this game warrants a purchase, 


| gets a major YES from me. | love how much control you have with the character and it reminds 
ne of those vicious fights in the movie Braveheart :) From: mcaldera@fix.net (Matt Calderaz), Newsgroups: comp.sys.ibm.pc.games.action, Subject: Re: Die By The 
word - Any first impressions please, Date: Mon, 30 Mar 1998 | was f*cking blown away by the demo! And the full game is nothing short of spectacular. And 
he level design seemed imaginative enough to me. Ai: it's getting extremely difficult. It's at the point now where | wish there was a bug in the Al to exploit so | 
ould defeat all those damn skeletons! I actually got it for $42. But even at $50 | would have no problem buying it.and | think it will be one of the best 
ction games of the year. Newsgroups: comp.sys.ibm.pc.games.action, Subject: Die By The Sword review, Date: Mon, 30 Mar 1998 This game is really a Sword 
imulation, where player decides where to start and end a swing. All the creatures are modeled according to real physics. They jump, dash, and swing like a real 
hing. The best part is, when the creature's weapon and yours tangle together, you can see sparks coming Out. That is very neat. The environment in the 
avel is well balanced and deadly. Lava, swinging blade, crushing stone, water, explosion.... Especially the swinging blade level. Sound is well done too. Sword, 
creaming, insults are every where. At some point, the music will get tense, and it forced me to look around just to make sure there is no creature there to 
imbush me. Overall, this game lives to my expectation. With the flexible control, good graphics, real model, and lots of replay value, it is a very cool 
Jame. Let me know what you think. 
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the team members available for a mission to 


have to follow, but implementation and deal- 


You can use the split screen views as you see fit; for 
example, here the left screen shows us the sniper and 
his immediate environs, while the one on the right 
shows us his target, which is more than one screen away 


Commandos 


Off to war with the slightly grimy half doz 


n these days of tank rushes of Clone & Conquer games, you've got to 
wonder at the focus on swarms of vehicles—where are the games 
about the grunts? Actually, they've been there, but whereas the C&C- 
style games have flowed like a mighty river, the tactical-scale real-time 
games have been barely a trickle. Now, though, it seems designers are 
(finally) taking the real-time strategy genre in new directions, and more 
tactical-scale games are planned; Eidos’ Commandos: Behind Enemy Lines 
(from Spanish developer Pyros Studios) is one of these games. Originally 
scheduled for a Fall release, Eidos has recently moved it up (!) to June, so 
it should be out shortly after you read this. 

Like the turn-based Soldiers at War, Commandos 
lets you take a group of six soldiers through a vari- 
ety of Hollywood-style missions set in Africa and 
Europe during World War Il. The game will ship 
with four training missions (“Boot Camp”) and 19 
actual missions that must be completed in a gener- 
ally linear fashion (at the time of this writing Eidos 
wasn't certain 
if it would 
ship a mis- 
sion editor 
with the 
game). If you 
can remem- 
ber the scene 
where the 
grunts of The 
Dirty Dozen 
were rhyming 
out the multi- 
ple steps of 
their mission, 
then you've 
got an excel- 
lent idea of how the missions in the game will 
play out. You must make use of the skills of 


work through the tactical puzzles; your brief- 
ing may give you a rough idea of the path you 


ing with surprises is up to you. 

You command your team through a series 
of user-controllable split screen views. If you 
wish, you can divide the screen into a maxi- 
mum of six panes, one for each team mem- 
ber. Commandos will call out if they need 
help, and each one is just a button or key 
press away. 

Each of your men is a character in-and-of 
himself—no faceless drones. For example, 
Rene Duchamp (aka Spooky) is, according to 
the game’s U.S. Producer Eric Adams, the “Master spy and brain of the 
group.” He can make use of a special weapon (lethal injection) and can 
wear an enemy uniform (if he can find one) to fool guards with. Special 
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Ka-WHOOM!!! 


Hmm... | wonder where 
that train’s headed 


Missions take place in 
one of four geographical 
regions; this zoomed-out 
view shows us a base in 
North Africa—your job is to 
penetrate it and take out 
the radar (radar sites in 
North Africa? Well, this is 
Hollywoo..., err, 
Computerwood, after all) 
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skills generally aren't shared amongst your team members (you may only 
have one person who can drive a vehicle, for example), so you have to 
protect each commando—no suicidal rushes here. 

This raises the question of how Eidos will handle the death of a team 
member—mission over, or can it still be completed? Adams responds: 
“This is a tricky issue—some users want it and some do not. But we 
decided that we want these men to be your own WW II version of A- 
Team. We want you to feel attached to them 
and to protect them. Therefore you cannot 
lose a commando, you must replay [if you 
do]. Just as in a real commando mission, los- 
ing the only man that can fly the plane is 
really bad—this is the same case.” 

In addition to the solo missions the game 
will support co-op multiplayer for 2-6 
humans, played over LAN, Internet, or 
Mplayer. Each mission will have six comman- 
dos divided amongst the gamers. The maps 
will be larger, your firepower heavier, and 
“the enemy will be more numerous and will 
be less tolerant (SS) troops.” Adams says they 
plan on shipping the game with five multi- 
player maps, and that they'll make two new 
ones available on their web site every month 
for the first four months after the game ships. 

The game runs in either 640x480 or 
800x600 in 16-bit color (the pre-release ver- 
sion we looked at also had 1024x768 but it 
was noticeably slower, even on a 266MHz 
Pentium Il; Adams says that at the lower res- 
olutions they can get an aver- 
age of 15-30 frames-per-sec- 
ond on the animation). In 
addition to giving you the 
ability to split the screen into 
different panes, the game lets 
you move through many dif- 
ferent zoom levels, or to run 
different panes at different 
zooms (a sketch-like overview 
map is also available). 

Other RTS games are 
playable because the swarms 
of units are usually command- 
ed en masse. Tactical-scale 
games, however, require you 
to spend much more time 
managing each trooper (one 
of the reasons there are no 
more than six); it will be the ease of this management upon which 


Commandos succeeds or fails. —Scott Udell 
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As with the original, a split-screen mode is present, 
though true multiplayer will also be supported » 


Extreme Capture the Flag 


game dynamic of Capture the Flag. According to Fred Skoler ASV | might choose to lay mines along it. The next player to come 


Sg eturn Fire ll, like Return Fire, is designed around the simple the game. If | no longer need a bridge and I’m driving along in the 
of publisher MGM Interactive, “It's this simplicity that makes 


the game so appealing.” But this isn’t 
the same overhead-view 2D blast-a- 
thon console owners lovingly remem- 
ber. Now it’s in a three-dimensional 
world where players can go anywhere, 
blow up and run over just about every- 
thing they see. As with the original 
game, you're given a stable of vehicles 
with unique capabilities, and you take 
them out one at a time in an effort to 
capture your opponent's flag and bring 
it back to your base. The other tie to 
the original is a superb classical music 
score for accompaniment. 

The vehicles are kept in an aircraft 
carrier or a bunker, 
where their limited fuel 
and ammo can be 
replenished after use. 
There is a streamlined 
resource management 
system at work. 
“Vehicles, weapons, 
and fuel must all be 
managed effectively,” 
says Skoler. “Power sta- 
tions are bound to 
gates, fuel refineries 
are bound to gas sta- 
tions, radar stations are 
bound to radar screens 
on vehicles—all of 
these are important managing 
issues in Return Fire I/." The 
bunker houses tanks, ASVs (which 
can lob long distance artillery 
shots), and jeeps, the only ground 
vehicle that can carry flags. The 
carrier houses helicopters, jump 
jets, and PT boats, which can also 
carry flags. 

Vehicles each have their own 
distinctive weapons types and 
capabilities. Skoler describes the 
insidious uses for the ASVs’ 
mines: “ These are activated 
moments after dropping and can 
become a formidable barrier in 
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within a reasonable distance of this mine will activate it. | might 


“ Not a smart 
attack 


<4 This time 
there will be 
more variety 
to the game 
environments 


troops 


Vv You can still 
run over enemy 


decide to lay mines around my opponent's 
bunker forcing him to lose his Jeep type 
vehicle when he comes out next. Heat- 
seeking missiles, torpedoes, bombs, 
machine guns, rockets, and grenades round 
out the majority of the other weapons 
you'll encounter.” As for additional vehicle 
features, Skoler says, “There are no publi- 
cized special power ups or vehicle features 
but this game will have many surprises hid- 
den beneath its surface.” 

Skoler says it’s particularly challenging to 
create a graphic environment in which 
players can fly and drive: “That’s why we 
rarely see it implemented and when it is, 
the results are less than satisfying.” 
Playing an early 3Dfx-only build of the 
game, the 3D visuals are indeed 
impressive, with lots of graphic effects 
(and more are on the way). While 
there’s only a rudimentary enemy Al, 
there’s already plenty of destruction to 
be had flying over and through the 
various mountains and valleys. It’s too 
early to judge the controls, which were 
simple in the 2D original and, by 
nature of the move to 3D, will likely 
get more complex. 

The technology of the game is of 
note. “Prolific has several engines in 
one,” Skoler says, addressing how the 
vehicles are controlled. The engine has 
to make allowances for aircraft that can do 
barrel rolls, loops and the like. Additionally, 
it has to handle vehicles with independent 
4-wheel drive suspension, and boats. 

“If there have been any delays with this 
title it has been because of the detail asso- 
ciated with this engine. We are showing 
mountains, huge buildings, and cities in a 
game built around a 16 player multiplayer 
mode. That's a lot of polygons. Prolific is 
doing what very few developers have the 
ability to do today.” Bold claim or mere 
hype? You be the judge this Fall when the 
game appears on shelves. —-Tom Chick 

Return Fire Il » MGM Interactive - 
Windows 95 
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Includes superior 3D rendering & 
with texture mapping, directional 
lighting and fog effects. 
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The most comprehensive gee stone 
World War Il tank sim ever! & 


U.S., British, Russian and Virtually limitless gameplay: Highly accurate physics model 
German tanks! Over 24 driveable Fight 3 German and 3 Russian cam- simulates realistic movement over 
tank types include: US M26 Pershing _paigns, with 20+ scenarios percam- — rough, muddy and frozen terrain, 


and M4 Sherman series; British paign. Stand-alone scenarios weapons recoil and performance. 

Matilda and Cromwell series; include 10 each for U.S., British, 

Russian T-34/85 and IS-II series; German and Russian forces. You Multiplayer support for up 

Be, German Tiger I I! and Panther also get 10 scenarios designed to 6 players. 

series — and many more. specifically for multiplay! Additional game objects 
Choose your position: Powerful Scenario Editor include support vehicles, pillboxes 

Commander, driver, main or lets you adjust over 150 variables to —«##t#-tank guns and enemy aircraft 

machine gunner. Your intelligent create custom scenarios — no two 

crew follows your commands battles need ever be the same. Visit your retailer or call 

— and crew performance improves 1-800-234-3088 (USA & Canada) 

with every successful scenario! with VISA or MasterCard. 


www.panzercommander.com 


Starcraft 


Playability makes an old idea worthwhile 


here are few companies that can sell 
T games on reputation alone, and 

Blizzard Entertainment is one of 
them—their past history causes people to 
place blind faith in the products they create. 
Unfortunately, great games are often syn- 
onymous with innovative games—revolu- 
tionary advances generally cannot be creat- 
ed with any consistency, so we begin to see 


more evolutionary improvements. Starcraft is 


such a game, a step forward in real-time 
strategy (RTS) games, but not a giant one. It 
is not the be-all end-all game many Warcraft 
Il fans hoped for; however, instead of com- 
paring the game to what was expected of it, 
let us judge it by what it is. 

From this perspective, Starcraft is an excel- 
lent game and a contributor to its genre. Its 
feel is quite reminiscent of the Warcraft series, 
with a similar interface. Still present are order 
icons for beginners and intuitive shortcut keys 
for advanced players. The appearance of units 
is also familiar, still harboring a somewhat car- 
toonish look. Although the parallels between 
this game and Warcraft // are clear, much has 
been added. For example, there are now the 
requisite unit queues and 
waypoints. These features 
are well-executed and 
smoothly integrated into 
the interface. 

Starcraft provides a solid 
foundation of features to 
help you control a force, 
but it does not have a lot of 
the additional functionality 
seen in other games. There 
are no unit formations or 
autonomous search and 
destroy commands. This 
may be viewed as a draw- 
back by some, but there 
are advantages to this 
approach—it keeps the 
game from being overly 
complex. (Some players 
spend too much time worrying about coor- 
dinating flanking maneuver X with attack Y 
to use complicated features.) Instead, 
Blizzard took the approach of elegant sim- 
plicity in their interface design. This makes it 
easier to learn, but hardcore gamers may 
find it insufficient. 

On top of the interface, the game pans out 
nicely. Where most RTS games provide only a 
weak premise, Starcraft fleshes out its uni- 
verse nicely. It is set in the 23rd century, far 
from Earth. Three sentient races are included: 
the insectoid Zerg, the semi-humanoid 
Protoss, and the fully-humanoid Terrans. The 
design of the sides is excellent, possibly the 
best yet in the real-time strategy genre. The 
species are truly different from one another; 
most units simply do not have equivalents in 
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the other sides. These differences are far 
from cosmetic; to switch races is to learn 
completely new strategies for doing battle. 
Although the Terran units are fairly conven- 
tional—infantry, robots, tanks, and starships 
constitute most of their force—the other 
sides are offer some fascinating differences. 
For example, the Zerg cover the ground with 
Creep, a substance that can impale enemy 
ground forces with rising spikes. Also, para- 
sites can be attached to enemy units, allow- 
ing the Zerg player to see through the eyes 
of the host. The Protoss offer psionic capabil- 
ities, including the ability to create of illusory 
forces. Also provided is the Carrier, a space- 
craft containing several battle drones that 
swarm targets while more expensive units 
keep their distance. 


Protoss Psionic storms can devastate an 
enemy base 


Cloaked fighters can drive opponents insane 


The game’s maps are well designed, offer- 
ing a lot of variation. Forest, desert, space 
platforms, and sprawling buildings are 
included in the game, all with varying terrain 
heights. The environment can be interactive: 
gates lower for troops and transporters 
beam forces across the map. Use of terrain 
features is crucial while playing. For exam- 
ple, units are protected when hiding in 
woods and a group on higher ground has 
enormous advantages in range and accuracy 
over its enemies. 

Graphically speaking, there isn’t much to 
the game we haven't seen before. The game 
is played from the standard isometric per- 
spective that RTS gamers have come to 
expect. The units are two-dimensional 
sprites, and compared to other games of this 
genre, they appear bigger and more brightly 
colored. This has the effect of making them 
easier to see and control, but also adds the 
aforementioned cartonish quality. The terrain 
is also very two dimensional looking, without 
rolling hills or jagged cliffs. The artwork 
makes terrain heights clear, but does not 
have the graphic flair offered by a more 
three-dimensional engine (such as those 
found in Total Annihilation and Myth: The 
Fallen Lords). Starcraft is clearly at a technical 
disadvantage by working in a sprite dominat- 
ed-environment, but subtle graphical 
improvements do make a noticeable differ- 


a 


\ 4 
4 
} 
4 


ONERNNS 
- ARPS 


= 


| 


No futuristic game is complete without massive 


spacecraft battles 


Terran nuclear weapons can obliterate an enemy force 


ence. Explosions and laser blasts are well 
done. Special weapons have unique graphics; 
for example, psionic storms cover an enemy 
force with electricity and Zerg spores spread 
nicely. The most impressive graphical aspect 
is that of the spacecraft battles; swarming 
ships and spectacular explosions make this 
something that needs to be seen firsthand. 
Graphics are nice, but it takes more than 
cool explosions to make a good game. Many 
products have made good graphics their top 
priority, neglecting playability. Not so with 
Starcraft—Blizzard provides us with exten- 
sive single-player campaigns with solid plot 
lines, unique missions, and plenty of cut 
scenes to draw the player in. Several pages 
of the manual are dedicated to explaining 
the histories of each race and establishing 
the plot. From this basis, there are three full- 
length campaigns, one for each side. These 
follow the standard linear sequence of mis- 


sions format. Also included is a nice 
interactive tutorial. Starcraft is far 
from the multiplayer-only platform 
many games are; it is a well fleshed- 
out product. 

An important part of any single- 
player game is the quality of the 
artificial intelligence, a property 
that has generally lagged behind 
other advances. In Starcraft, the Al 
is passable, but not spectacular. 
Enemy forces generally do not trick- 
le into your base; the computer will 
attack suddenly and with force. 
However, computer controlled 
troops still tend to assault overly 
powerful defensive structures only 
to be mowed down by the score. As 
for unit movement paths, they are 
quite good; the frequency of units 
taking a ridiculously long path to 
reach a nearby destination has 
been greatly reduced. Gamers no 
longer need to be an Orc shepherd; 
we may have to worry about where 
enemy troops are, but our own 
have adopted the innovative policy 
of going where we tell them to. 

Starcraft also offers a full array of 
multiplayer features. Included is the 
option to do teamplay missions, 
where teammates can share vision, 
resources, technology, and control 
of units. If you want one player to 
be solely responsible for base build- 
ing and goods collection while the 
other attacks, you can do it. Also 
provided are options like capture 
the flag, slaughter (see who can kill 
the most units), and greed (a race to 
obtain the most materials.) The 
multiplayer game is beautifully bal- 
anced—with three completely dif- 
ferent sides, it is usually extremely 
difficult to create an equal game. 
However, with Starcraft, no one side 
is the most powerful in all circum- 
stances. This gives gamers the free- 
dom to play whatever side they 
wish and not worry about being 
dominated by a superior species. 
The one disadvantage to the multi- 
player game is that the map must be select- 
ed before the game is created; if players want 
to switch maps, the host must cancel the 
game and start again. 

Included with the game is access to 
Blizzard’s free Internet matchmaking service 
battle.net. Be cautioned, though; lag is often 
a factor, especially for those with slower 
Internet connections. It’s usually playable, 
but often sluggish in comparison to other 
RTS games. 

Starcraft also ships with a simple and intu- 
itive campaign editor, and it’s more than just 
a map tool; it allows players to actually build 
sophisticated campaigns from start to finish. 
Also included is a programming language 
that allows events to take place at specified 
times during each mission. The language is 
imbedded into a nice point-and-click inter- 
face, so those without any programming 
experience can still develop complex scenar- 


ios. It is also easy to distribute anything you 
make; if a player joins a game with a user- 
created map they don’t have, the map is 
automatically transferred to their computer 
before play begins. 

Overall, Starcraft is an excellent game. The 
minor drawbacks outlined above keep it 
from being among the best currently avail- 
able and yes, it’s based on an overused idea. 
However, its well-developed plot, unique 
races, intuitive interface, and excellent cam- 
paign editor make it worth the price of 


Zerg units emerge to swarm an attacker 


admission, especially for those that liked 
Warcraft Il. Blizzard took everything it 
learned from its years in this business to cre- 
ate a very well-rounded game, one that 
excels in execution, polish and overall playa- 
bility. —Ryan Brush 


Starcraft 

Blizzard Entertainment * www. blizzard.com * 
Requirements: Windows 95 or NT 4.0, 9OMHz 
Pentium or higher, 16MB of RAM, 2X CD-ROM » 
Multiplayer: 2-8 players, Internet (via battle.net), 
LAN, modem 
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The Great Battles of Caesar 


While not living up to its billing, it’s good, if imperfect, fun 


ake no doubt about it, Interactive 
Magic's Great Battles of Caesar is a fun, 
challenging, and mildly addictive 
game. Make no doubt about it, the research, 
depth of detail, and historical accuracy will put 
a grin on many a wargaming grognard. 
Unfortunately, there is also no doubt that Great 
Battles of Caesar is annoyingly flawed and 
somewhat dated. 

Great Battles of Caesar is a turn-based tactical 
wargame based on the popular “ancients” 
board game system designed by Mark Herman 
and Richard Berg. In the game each unit repre- 
sents 500-man cohorts (or the like), each hex 
60-70 yards, and each turn 15-20 minutes of 
real time. It features nine of the battles fought 
during the period of the Roman civil war and 
includes a campaign game (of sorts). You can 
play against the computer; however, it also 
serves up the usual multiplayer options. 

Although it is a turn-based game, Caesar 
shuns the somewhat typical “Igo-Ugo” format 
of many of its gaming comrades. Instead, a 
leader's initiative, modified by a “die roll,” 
determines when each Legion (group, division, 
or what have you) marches, flings spears, and 
swings swords. Since each army has numerous 
Legions, the turns are jumbled into a delightful 
fluidity that leaves precise planning in the dust. 
To throw fuel on the already uncertain fire each 
leader, along with his attendant troops, has a 
chance, based on his initiative, of gaining 
rounds during the course of each game turn. 
The result is a tense game rife with the uncer- 
tainty inherent in war. 

One thing, however, is certain; Caesar is not 
a game of numbers. Unlike the slogan bran- 
dished in the recent Godzilla movie previews, 
size doesn’t count. In the opinion of Berg and 
Herman, it’s not as important as cohesion or 
unit morale. Many things—sloshing across 
rivers, climbing hills, catching arrows, and 
most importantly, toe-to-toe sword slashing 
(called “Shock Combat”) reduce a unit’s cohe- 
sion. And once a unit has had enough—i.e., its 
cohesion hits equal its Troop Quality 
(morale)—the unit routes and remains worth- 
less until rallied by a leader. 

Some units withstand the stress of combat 
better than others, and learning which unit is 
best for a job is an intriguing challenge. You 
see, Caesar's horn of plenty is stuffed with 
staunch veteran cohorts, amorphous skirmish- 
ers, Stampeding elephant troops, barbaric cav- 
alry, and Greek phalanxes. In typical 
paper/rock/scissors fashion, each unit has 
strengths to apply and weaknesses to cover. 

In general, the units look as good as they 
fight. Each cohort or squadron is imaginatively 
detailed: Caesar's Legion's have dark horsehair 
crests on their helmets and red tunics, while 
Belgian Nervii tribesman, on the other hand, 
fight bare-chested. Capes on the cavalrymen’s 
backs flutter in the wind, archers reach for 
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The German barbarians mix 
it up with the Roman 
cohorts at Sabis. (Check out 
the Germans’ secret 
weapon, those killer slacks!) 


Pompey’s legions march 
through the snow-covered 
terrain of Munda. 


Hot blooded! Caesar’s men 
make mincemeat of Scipio’s 
cavalry in the desert of 
Ruspina. 


Pompey’s troops slash and 
bash the Caesarean army at 
Dyrrhachium 
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arrows to load their bows, and elephants rear 
before trampling helpless infantry beneath 
their hooves. Nevertheless, the engine is far 
from perfect. The soldiers often look like card- 
board cutouts, it’s difficult to discern elevation 
changes without running the cursor over the 
terrain in question, and the battle’s casualties 
look as if they are pasted to your monitor's 
screen vice mangled on the ground. 

Worst of all, the game is slow. Scenarios rou- 
tinely take two minutes to boot and the game 
can drag for as long as 10-15 seconds when 
switching leaders. All this on a 266MHz 
Pentium Il. In short, the engine is showing a lit- 
tle age. After playing Myth and Dark Omen, 
Caesars 2D swordsmen and sluggish gameplay 
are a disappointment. 

The campaign can also be slotted into the 
frownie-face column. Overall, it’s about as 
strategically challenging as a game of Chutes 
and Ladders. To win the civil war you must 
move your legion on a Risk-like map of the 
Mediterranean and Mid-East to intercept and 
defeat Pompeii’s Senatorial legions. Once you 
intercept a legion, you fight. What battle you 
fight and the terrain you fight on has nothing to 
do with where you intercepted the legion. In 
short, the campaign’s realism is tenuous at best. 

Oh, but Interactive Magic did throw in a tad 
of romance. You see, there is a 50% chance 
that Caesar will stay in Egypt after he defeats 
Scipio at Ruspina. It seems that if the computer 


rolls an even number Caesar falls in love with 
Cleopatra and forfeits the empire. Puhleeese! 

Still, the game is enjoyable. The battles are 
real nail-biters, and the period is a fascinating 
change from the usual Eastern Front WWII, 
Civil War, Battle of the Bulge pabulum served 
with obnoxious regularity. If you like ancients, 
you'll love Caesar. Even if you don't, it’s worth 
a look—just as long as you don't look too 
deeply. —Mark H. Walker 


The Great Battles of Caesar 


Interactive Magic * www.imagicgames.com * 
Requirements: Windows 95, 9OMHz Pentium or 
higher, 16MB of RAM, 2X CD-ROM = Multiplayer: 
2-8 players, Internet, LAN, modem, serial 
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So let’s go, soldier 


Your country needs you. 


t seems every publisher these days has a 
real-time strategy (RTS) game in their arse- 
nal. WarBreeds is Red Orb’s attempt to cap- 
ture the genre, and the bait on their hook is 
genetic engineering. It’s an intriguing idea but 
unfortunately doesn’t quite work. 

There are four races in WarBreeds that, while 
they share a set of generic structures, also have 
a set of specific structures and weapons. It is the 
game's premise that you can research the 
unique qualities of opposing races and add 
them to your own. 
But then we hit the 
first problem. In an 
RTS game in a mul- 
tiplayer environ- 
ment, you simply 
do not have time to 
kill a creature, find 
your Shaman, select 
gene collection 
from the Shaman 
menu and click on 
the dead creature, 
wait for the Shaman 
to travel there and 
collect that crea- 
ture’s genetic sam- 
ple, then go 
through this process again for the next 
creature. Sorry, guys, too time consum- 
ing, especially as the number of genetic 
samples you need increases with each 
level of technology you acquire from your 
opponents. What WarBreeds lacks and 
desperately needs to make this aspect of 
their game work is the ability to queue 
the gene collecting commands. 

What is not lacking from the game is 
that bugbear of RTS players—pro- 
grammed instruction. You know, the frus- 
trating type that only allows access to the 
really cool weapons after you have fought 
through all the scenarios, and then only in 
the last scenario? Is this the developers’ way of 
telling us they can’t actually write decent Al with 
these weapons and so have to limit their use? 
The scenarios, too, in this game seem heavily 
weighted towards the computer. Apart from 
starting with a numerical advantage, the com- 
puter players also have much higher technology 
bases with which to create their creatures. 

The game does have some redeeming fea- 
tures. An example is the ability to create preset 
movement paths on the map for both individ- 
ual units and formations. The latter is particular- 
ly welcome, given how formations are often 
neglected in RTS games. Unfortunately this 
advantage is also a necessity because the Al for 
movement and combat is very poor. Units regu- 
larly get stuck behind both structures and other 
units and cannot find a path to their destina- 
tion. In combat, when you have a squad of crea- 
tures armed with close combat weapons, it can 
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WarBreeds 


An incomplete gestation 
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get a little frustrating to have the whole squad 
stuck behind the first unit attacking the enemy, 
each unit patiently waiting for its comrade 
ahead to die before moving up for its turn. 

The documentation accompanying 
WarBreeds upholds the standard set by 
Command & Conquer, a skimpy manual lacking 
detail. You will need to purchase the strategy 
guide if you want more description about the 
game than one paragraph on each structure, 
weapon, and type of creature. The manual is lit- 
tered with terms like small, medium, large, 
short, long etc. These have little or no intrinsic 
meaning and do not explain range or build 
time. How about in future we express concepts 
like build time in seconds? There are also sever- 
al printing errors in the manual with weapons 
being credited to the wrong race. The Quill 
Gun and the Heat Ray belong to the Magha, 
not the Sen Soth. 
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Another disappointment with the game is 
the creature graphics. It would appear the 
developers have economized on the number of 
frames needed for realistic animation. At best 
(on the fastest speed) this makes the creature 
movement appear jerky, at worst (very slow 
speed) the creature movement looks very 
jumpy and really quite silly. The map graphics 
are barely passable. The maps are dark and lack 
color. Apart from a few areas indicating crops, 
the terrain is limited to delineating boundaries. 
There are no features, like hills, on the maps of 
which you can take tactical advantage. 

One feature that WarBreeds does apparently 
implement is the veteran status of units. Yet 
again there is a downside to this because there 
is no indication as to when a unit has achieved 
this status. Even in the best RTS games it has 
always been difficult to pull out veteran units 
for repair but in this game it is impossible as 
you don’t know which units they are. 

Overall, WarBreeds has some really innova- 
tive ideas but falls down in the implementa- 
tion. There’s enough in the game to bring you 
back for yet another try but the keyword is 
definitely frustration. More work needed 
please! -Greg Ingram 
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WarBreeds 

Red Orb Entertainment. * www.redorb.com * 
Requirements: Windows 95, 9OMHz Pentium or 
higher, 16MB RAM, 4X CD-ROM + Multiplayer: 
2-4 players, Internet, LAN, modem, serial 


<== Top-notch 3D graphics showcase cities, 
scorched terrain, real-time lighting effects, 
and the AH-64A Apache combat helicopter. 


Test your combat skills in two full 
campaigns and 18 stand alone missions; 
ileci(olam sel Colm cod le (to B om aCagre(se| 
gameplay. . 3 


Interactive flight environment registers turbulence from 
explosions, blasts, and other aircraft - support for force 
feedback joysticks included! — 


Manage your team of ace pilots! 
Options include skill ratings, fatigue 
and morale management, recruitment, 
and courts martial. 


Training mode with instructor feedbac 
adjustable difficulty settings, and 
easy/advanced flight models will get 
you in the air fast. 2 


Supports both head-to-head and 
cooperative multiplayer for dogfights 
over the internet, on a local network, or 
modem to modem against your buddy. 
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1998 Simis Holdings Ltd. All tights reserved. Team Apache is a trademark 
»f Simis Holding Ltd. used under license by Mindscape Inc. 
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Liberation Day 


Chess with mortars and tweezers 


hile the rest of humanity waits with 
W lung activity suspended for the ulti- 

mate turn-based strategy title based 
on Pigs in Space, Interactive Magic has filled 
the current void with Liberation Day, the fol- 
low-up product to Fallen Haven. 

Too late, we humans discovered that cute lit- 
tle ET’s phone call home was to actually call in 
alien reinforcements for a pending orbital 
strike. His buddies, who in Fallen Haven deci- 
mated the remote Nu Haven outpost, have 
enslaved other powerful races and are now 
planning a full-fledged assault directly on 
Earth. Regrouped and armed with more sophis- 
ticated equipment, it’s time to push these 
aliens right back to their local calling areas. 

Liberation Day shares a multitude of 
revamped features with the original. The iso- 
metric, Transport Tycoon style graphics sport 
crisp, pristine terrain and units. Terrain types 
vary from lush jungle foliage to icy, barren arc- 
tic wastelands. Landscape tiles feature 
detailed mountain peaks, deciduous trees that 
smolder when stray incendiary shells strike 
nearby, and generally more distinct structures 
and units. Strategic overview maps convey the 
objectives and rewards for each scenario, 
while tactical maps zoom in closer to the 
ongoing activity. The “Overwatch” option 
ensures enough movement points remain for 
defensive action should enemies enter a unit's 
range of fire. 

A host of additional features add much 
more variety and longevity to the title. New 
unit types grace the terrain in the form of 
grenadiers, hover craft, naval support ships, 
and many others. Up to five units can now be 
directed concurrently thanks to a simplified 
grouping feature. Automated units (one-time 
units like paratroopers or single shot 
pyrotechnic carnage makers) spice up multi- 
player scenarios with the surprise factor they 
possess. The campaign covers four progres- 


Leave it to the Smurfs to develop advanced ‘Shroom defen- 
sive emplacements 
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sively difficult conti- 
nents, with several 
scenarios to complete 
in each one. The 
research aspect has 
been all but eliminat- 
ed, superseded by 
technology upgrades 
obtained from captur- 
ing tech centers dur- iL 
ing your conquests. ; 
An extensive selection 
of skirmish maps 
should keep most 
multi-player fanatics 
satiated for quite some time. 

While many of the improvements breathe 
new life into Liberation Day, too many irritat- 
ing facets of the game system remain ignored 
or sorely missed. The lackluster combat effects 
showcase brightly colored globules for projec- 
tiles, and choppy, amateur animations of 
explosions. With two resolution modes 
(640x480 or 1024x768) to select from, gamers 
either sacrifice the detail to discern units from 
spattered mustard specks on their monitor or 
suffer the loss of tactical awareness from a ter- 
ribly limited view of their surroundings. The 
list of omitted features includes morale, com- 
bat bonuses from facing, and a random mis- 
sion generator or mission designer. Music in 
the game sounds lifeless and repetitive, using 
an erratic “Mom, Gramma’s having a seizure 
on the synthesizer again!” style that grates 
more than it appeals. Crude ambient sounds 
and combat noises fill the air with an embar- 
rassing display of sound quality regression. 
The multiple second delay before a unit 
responds to your directive is undeniably baf- 
fling, since turn-based games have no real jus- 
tification for suffering lag other than shoddy 
programming architecture. 

As usual it appears Interactive Magic left 
the testing cycle up to pur- 
chasers. Most of the bugs and 
glitches don’t render the game 
unplayable, but they have a ten- 
dency to strike at the most inop- 
portune moments. In certain 
instances, roads built and then 
removed can’t be rebuilt in their 
Original location. Ever. Grouped 
units sometimes remain station- 
ary while their movement points 
dwindle to reflect a phantom 
march they never really initiated. 
The absolute worst transgres- 
sion of all comes from the terri- 
ble save game feature. Saving 
can take several minutes, as the 
game creates three entire Access 
database files, complete with 
tables, queries, and reports (use- 
ful only for debugging during 
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development), and then pumps at least three 
megabytes of information into the database 
structures before relinquishing control back to 
the user. Fortunately, this unconventional 
scheme still works. Most of the time, that is. 
Despite its shortcomings, the game serves 


up a solid, if rudimentary, strategy experience. 
As a light-paced, no-tension joyride into a 


A top-down view of the original Zelda game 
world? Or a strategic map of Anchorage? 


world of heavily armed Checkers, the game 
delivers in sterling fashion. For folks who 
appreciate more depth and immersion, X- 
COM: Apocalypse, Final Liberation, and 
Rebellion surpass this one in every way. For 
avid fans of Theater of War, The Grandest Fleet 
or This Means War, expect Liberation Day to 
awaken nostalgic memories of turn-based 
games gone by. -Tim Royal 


Liberation Day 

Interactive Magic * www.imagicgames.com 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB RAM, 4X CD-ROM 
Multiplayer: 2-4 players, Internet, LAN, 
Modem, serial 


SUPERBIKE a 
WORLD CHAMPIONS ) 


Superbike World Champions is the fastest and most realistic motorbike simulation game ever created 
for the PC. Its access to Castrol Hondas race team and engineers, guarantees unsurpassed realism. 


= 


e Race a mix of grand prix and 
street races that are detailed with 
geological features and buildings. 


e 3D Fx enhanced graphics and 
force feedback support. 
¢ Multiplayer over a LAN or 


modem. 
e Customized and maintain your 


bike before any race. 
For more information or to take a free test drive, 


Castrol Honda Race Team: 1997 World Champions 


contact us at www.intense-games.com or call 888-240-6172. 
Intense Entertainment Interactive 


Windows 95° . a 
: www.intense-games.com 
Castrol Honda Superbike World Champions ©1998 Intense Entertainment LLC and Interactive Entertainment Ltd. All rights reserved. 
rand or product names listed are registered trademarks and are property of their respective holders. 
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Die by the Sword 


Falling tragically short of greatness 


hile it seems that many of us 

(rightly) complain about a lack of 

innovation in the current batch of 
games, we also tend to be conservative in 
our tastes, often dismissing games with 
“weird” gameplay or interfaces. 
Unfortunately, by demanding that every 
game adopt a similar control and feature- 
set, we're forcing games down a narrow 
path of sameness. 
Diverge from the path 
too much and you risk 
alienating core fans; play 
it too safe and people 
complain about “more of 
the same.” 

Walking that thin line 
between the innovative 
and the mundane is Die 
by the Sword, a fascinating 
technological demo mas- 
querading as a game. 
Looking at the native 
Rendition or 3Dfx acceler- . 
ated visuals, it’s easy to dismiss it as a Quake 
or Tomb Raider clone. This isn’t entirely inac- 
curate as it has the combat emphasis of the 
former and the puzzles and perspective of 
the latter. While its mix of gameplay isn’t 
close to being revolutionary, the game’s con- 
trol scheme definitely is—dubbed VSIM, it’s 
the second major innovation in 3D game con- 
trol (the first being the mouse-look interface). 

VSIM mimics human movements using 
the keyboard, mouse or a joystick (a key- 
board is the preferred method, though your 
mileage may vary). Once you get over its 
rather steep learning curve, it becomes 
remarkably intuitive, giving you more of a 
sense of connection to the on-screen action 
than any other game currently available. 
VSIM alone almost makes the game worth 
the price of admission—too bad the rest of 
the game isn’t its equal. 

In the game, you navigate 3D environ- 
ments chopping up well-animated polygo- 
nal creatures with a big sword. It’s a Python- 
esque Grand Guignol of severed limbs and 
decapitations, so over-the-top it transcends 
repulsion. There’s nothing quite like cutting 
off an opponents arm, picking it up, and 
beating them senseless with it. This game 
definitely leads to and encourages deviant 
virtual behavior. Unfortunately, the game is 
surprisingly unpolished, especially when you 
consider it’s been shown to the press since 
1996. It inexplicably forces you to change 
the default camera view every time you 
reload or restart a game, and there are a lot 
of problems with the 3D engine—the disap- 
pearing walls and weird flashes are reminis- 
cent of Tomb Raider. 

There are multiple ways to play the game. 
In Quest mode, a rudimentary story puts you 
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Splat goes the orc 


Minus a leg, Doofus takes 
on a mantis 
What the ‘ell is that? 


Here is by far the best puz- 
zle in the game 


in Tomb Raider/Quake 
mode of moving through 
levels filled with bad 


guys and traps. Overall, 
it’s not particularly satisfying, save for a few 
levels with interesting puzzles. It’s over way 
too quickly (only eight small-ish levels, plus 
a relatively easy end battle), there’s too 
much jumping (a problem exacerbated by a 
clunky jump interface), too many boring 
mazes and not enough chopping. The game 
lacks the standard “save anywhere” feature, 
and while most of the pre-determined save 
points are exactly where you'd expect them, 
there are enough times when you're forced 
to run a great distance over and over again 
just to defeat some nasty bad guy to make it 
an annoyance. 

Two additional gameplay modes offer 
some variety. A Tournament mode is mod- 
eled after the standard Mortal Kombat-style 
fighting game—keep fighting until you've 
defeated every combination of monster the 
game throws at you. The Arena allows you to 
set up battles between yourself (as any char- 
acter in the game) and four other beasts. 
Over a LAN, those four players can be 
humans. Though the box doesn’t mention 
Internet play, that feature is present. While it 
does work, it’s painfully slow, even with low 
ping times. 

Unfortunately, there are no gameplay vari- 
ations for multiplayer mode. Had this section 
of the game been fleshed out (no pun intend- 
ed) it really would have taken the game to 
the next level. Even with its limits, it still 
delivers a superbly visceral experience that’s 
unlike anything currently on the market. 

Overall, Die by the Sword is an underdevel- 
oped game that’s salvaged by its fabulous 
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control technology. It’s as if the developers 
got so enraptured with VSIM they forgot to 
make everything else half as interesting. The 
technology vs. gameplay criticisms are remi- 
niscent of those leveled at the original 
Quake, but in that case its support system 
turned short-term disappointment into a 
long-term success. Whether Die by the Sword 
will offer that sort of hacker appeal remains 
to be seen. As it currently stands, it’s a won- 
derful blast of violent entertainment that 
lasts a few weeks until it becomes shelfware. 
But in those weeks, oh the bloody fun you 
can have... -Steve Bauman 


Die by the Sword 

Interplay * www.interplay.com * Requirements: 
Windows 95, 100MHz Pentium or higher, 16MB 
of RAM, 4X CD-ROM + Multiplayer: 2-4 players, 
Internet (sorta), LAN, modem 
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Outwars 


The empire strikes again...almost 


hile almost completely unoriginal in 
W premise, the Microsoft-published 

squad-level combat game Outwars is, 
in a conciliatory way, a terrific foray into classic 
science fiction. There are gestures toward sci-fi 
portent in the game's references to apocalyptic 
Greek and Norse mythologies; there’s a desper- 
ate game of interplanetary cloak and dagger 
with a mysterious foe; there are moments of 
halting beauty offset by flashes of terror and 
death-defying heroics. But the multifaceted 
design is also Outwars’ greatest weakness, as 
the game does little more than dabble with 
deeper strategy and also fails to resolve a num- 
ber of rough edges which limit the impact of its 
action-oriented gameplay. 

After a mysterious alien force 
destroys the base you're stationed at, 
you're chosen to train for admittance 
into the Marine Jump Corps, a hard-as- 
nails group of armored space combat- 
ants who use jetpacks for personal air- 
borne assaults. After training you head 
into the reaches of space to take it to 
the spidery aliens themselves in envi- 
ronments both odd and mundane, 
encountering many plot twists and 
poorly-acted video clips along the way. 

Outwars is well-paced, with a just-one-more- 
mission quality and enough warped innovation 
in its level design to keep things interesting. 
You have to rescue teammates, protect dam- 
aged dropships (you begin and end most mis- 
sions by jumping out of or getting picked up by 
them, like in MechWarrior 2) and infiltrate eerie 
alien bases. To this end you're usually in charge 
of a group of two or three other marines whom 
you command with a series of simple keypress- 
es; the interface as a whole, in fact, is excellent. 
The widely-varying weapon and armor configu- 
rations can be altered—with availability 
depending on how far you've progressed into 
the game, of course—before the start of every 
mission, and the jump jets (and later, the glider 
wings) have been treated with a great physics 
model and actually offer the hair-raising sensa- 
tion of floating high above the wasted planets. 

Gamers with visions of a first-person X-COM 
or Jagged Alliance dancing in their heads will be 
disappointed, however. While you can alter the 
roster for every mission, your “wingmen” don’t 
vary in terms of abilities or behavior in the 
field—the only notable difference between 
them is their in-mission speech. Ordering your 
team to their demise results in no penalty, while 
the online encyclopedia of weapons and per- 
sonnel doesn’t register minor changes (like, oh, 
death) to their service record. While squad- 
mates are reasonably effective, they've also 
apparently been accorded unlimited ammo and 
jetpack fuel to keep them from falling to their 
deaths or ending up helpless. 

Enemy Al, incidentally, is also glitchy—aliens 
try to run away when badly wounded but also 
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to your left, ladies and gentle- 
men, you'll see more desolate 
wasteland 


On the ice world, appropriately 
named Ragnarok 


Um, uh... | have a candygram 
here for a Mr. Zorg? 


This doesn’t look like Kansas 


sometimes fail to register the player's presence 
(even after you've announced yourself with a 
couple of fragmentation grenades). They also 
have limited detection range—open fire on one 
standing a couple hundred yards away, and 
they'll sometimes just stand there dumbly and 
let themselves be killed. 


Far more serious problems are the lack of an 
in-mission save feature and a troubled graphics 
engine. Some of the missions are quite long 
and quite difficult, and the inability to save-in- 
progress means several frustrating tries to fig- 
ure out the proper sequence of events needed 
for completion. Conversely, replaying a mission 
for the fifth time and knowing exactly when 
and where every scripted attack will occur dis- 
solves the suspension of disbelief faster than 
you can say /nterstate 76. And while the nice 
Direct3D-powered graphics churn at a good 
framerate, enemies and powerups can often be 
seen through ledges, sheer surfaces warp and 
overlap each other and walls will sometimes 
swallow your character, a condition which gen- 
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erally leads to death in a heavy firefight. 

A variety of features like Capture the Flag, 
Assassin (where you can only kill one other 
player) and teamplay deathmatches make 
Outwars an attractive multiplayer game; again, 
the jetpacks and intricate levels make for some 
impressive carnage. Unfortunately, the only cur- 
rently available TCP/IP matchmaking service is 
Microsoft's IGZ (Inconvenient Gaming Zone). 

Ultimately, Outwars fails to develop its poten- 
tial well enough to push it beyond action-game 
competence. While a fun shoot-em-up with 
some interesting twists, Terra Nova it’s not. 
—Geoff Stratton 


Outwars 

Microsoft * www.microsoft.com * 
Requirements: Windows 95, 133MHz 

Pentium or higher, 16MB of RAM, 4X CD-ROM + 
Multiplayer: 2-8 players, Internet, LAN, 
modem, serial 


Ultim@te Race Pro 


Once a demo, always a demo 


Itim@te Race Pro is just like 

Pod, Ubi Soft’'s superlative 

arcade racer that proved 
what a difference an accelerator card 
makes. Except U/tim@te Race Pro 
doesn’t have the sleek sci-fi motif. 
And it doesn’t have the wildly twist- 
ing and imaginative tracks. Also, take 
out the damage model and simplify 
the car tweaking. And superimpose 
over it a vaguely European take on 
American muscle cars. And severely 
limit the number of tracks included. 
And make them as banal as a Cruisin’ 
USA clone. Oh yeah, also, suck all the 
fun from the gameplay. Then you 
have something akin to U/tim@te Race Pro. 

Sure it looks great. The cars are sharp and 

bright, festooned with details and decals. The 
lens flare is pretty. Cars kick up dirt effects 
when they veer off track. The headlight 
effects are a valiant attempt at something dif- 
ferent. But the game plays like something 
barely worthy of Sega's dead Saturn. The key 
to winning is mastering that staple of arcade 
racers, the power slide, a move that makes as 
much sense as bouncing on top of a turtle to 


Battle Arena 


tall, leggy blonde with porn-star good 

looks and a disarming giggle melts 

out of a shadowy urban alley. She has 
black stiletto heels, sharp Nordic cheekbones, 
and a long leather whip clasped in one 
shapely hand. From the look in her eyes, it’s 
clear that somebody needs disciplining—and 
she seems more than ready to do the honors. 
Step right up.... 


Whip it, whip it good 


Toshinden 2 


Sophia wants to whip you into submission 


[left to right] 
Slip sliding away 


With lens flare like 
this, who needs 
gameplay? 


kill it. The cars are identical, except for how 
the player configures grip, acceleration, top 
speed, and armor (which is only used in multi- 
player games; you can slam into walls and flip 
your car all you want in single player games). 
The game’s saving grace might have been 
its multiplayer connections. Although a tag 
mode is a nice alternative to the demolition 
derby option, these games are restricted to a 
single arena. Internet connections are a bit 
unsteady and prone to occasional warping. 


No, it’s not Hugh Grant or Dick Morris’ 
latest public gaffe; it’s Battle Arena 
Toshinden 2, Fujitsu’s flagship product in 
their Masters of the Arcade line (which ports 
old arcade games to the PC and value- 
prices them at $29.99 each). Sex sells in any 
industry, as Lara Croft has proved beyond a 
doubt, and Sofia, the aforementioned 
blonde dominatrix, is Fujitsu’s guarantee 
that this product will move. But the 
game doesn't rest lazily on Sofia’s per- 
fumed laurels; it delivers quality arcade- 
style action with 3D accelerator and 
MMxX support. Eleven fighters (and two 
bosses) cavort around various digital 
environments, punching, kicking, slap- 
ping, whipping, clubbing, and slicing— 
each character has his own personalized 
weapon as well as his own special 
moves. A vertiginous camera whips 
around the action and give the whole 
thing a distinctly cinematic flavor, with 
some of the closest close-ups and 
longest long-shots of any game to date. 
Standard 3D fighter elements like ring- 
outs, timed bouts, overdrive meters, and 
multiplayer are also featured on the disc. 


This game is a fleshed out version of the 
tech demo that was bundled with the 
PowerVR-based Apocalypse 3D card. It may 
show off how good 3D acceleration looks but 
it doesn’t feel like much more than a demo. 
And one final difference between U/tim@te 
Race Pro and Pod: no one would mistake the 
latter for an e-mail address. —-Tom Chick 
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Ultim@te Race Pro 

Microprose * www.microprose.com * 
Requirements: Windows 95, 133MHz Pentium 
or higher, 16MB of RAM, 4X CD-ROM = 
Multiplayer: 2-16 players, Internet, LAN, 
modem, serial 


Sofia beckons you to play with her 


If anything stands out about Toshinden 2, 
it’s the characters; Sophia isn’t the only one 
with a vaguely sadomasochistic flavor. Hunky 
samurai Duke and leering weirdo Chaos fill 
Out a cast that excels at sinnuendo. This is a 
game in which the Artist Formerly Known as 
Prince would not look out of place if he sud- 
denly appeared and started kicking ass with 
his paisley pumps and lavender lace. Maybe 
next time? —John Altman 
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Battle Arena Toshinden 2 

Fujitsu Interactive * www.arcademaster.com * 
Requirements: Windows 95, 133MHz Pentium 
or higher, 16MB of RAM, 4X CD-ROM * 
Multiplayer: 2 players, Internet, LAN, modem 
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ouglas Adams: a man, a myth, a 
comic legend. Following 1984's The 
Hitchhiker’s Guide to the Galaxy, and 
1987's Bureaucracy, Adams, still a prolific 
writer, had refrained from becoming more 
involved in what so quickly evolved into a 
point-and-click world of graphics and anima- 
tion. Until now. Starship Titanic, a work con- 
ceived by Adams (and put in novel form by 
Monty Python's Terry Jones), was touted as a 
groundbreaking graphical adven- 
ture—the ultimate marriage of 
graphics and an interactive con- 
versation engine. The final prod- 
uct, so eagerly anticipated by 
Adams fans, falls to earth with 
very mixed results. 

You're sitting in your living 
room one day, watching bad TV 
and eating bonbons, when an 
immense spacecraft crashes 
through your roof, destroying your 
home but leaving you more or less 
unscathed. You are coerced aboard 
into a world sparsely populated 
with “personality transfer” robots, 
and are charged with the task of 
reassembling the ship’s central 
cyber-intelligence, Titania. Only upon her suc- 
cessful reanimation will you be able to return 
home to try and explain your demolished res- 
idence to Allstate. 

The graphics are, for the most part, out- 
standing, especially an Arboretum area that 
allows you to toggle through four breathtak- 
ingly beautiful seasonal animations. The bots 
are cleverly designed and Titania’s rebirth is 
spectacular. Attention to detail in all of the 
locations is admirable. 

Navigation, and in some cases object manip- 
ulation, is some of the most cumbersome 
you're likely to encounter anywhere—with 
three major problems. First, in the node-to- 
node scrolling engine, you are often faced with 
an “I can’t get there from here” feeling. You see 
an object, or some stairs, and have to struggle 
(until the millionth time when you've got the 
path memorized) with how to turn-step-turn in 
order to be facing in the proper direction. It’s 
probably easier to eat soup with pliers. Next, 
and most egregious, you need to visit “special 
locations” very often via the elevator and a 
transport device known as the Pellerator. These 
conduit experiences are the same visual bore 
every time, and take seemingly forever. (Hint: 
bring a Douglas Adams book to each play ses- 
sion. Then you'll get more Adams during the 
elevator rides than just about anywhere else in 
the game.) Finally, using objects on other 
objects (except in inventory) is often a difficult, 
trial-and-error headache. 

The music is repetitive, droning and unin- 
spired, and after two or three trips to the 
chicken vending machine, you may want to 
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Starship Titanic 


What happens when you split Adams? 


Fortillian Bantoburn O’Perfluous fears 
the Audubon Society 


Krage the BellBot is one of the more 
helpful entities on the ship 


Fentible the Doorbot - great earmuffs! 


Marcinta the DeskBot...don’t mess 
with her 


~ Hello, Marsinta 
;>., Nice weather walre Waving, © aN 
"= May | have an upgrade, please’ 


smash your speakers. Says the Maitre D’ bot, 
“| hope that the music will not make you 
vomit unduly.” Hmmm. 

You are not supplied with much backstory, 
but this is a far more puzzle-based than story- 
based experience...not necessarily a bad 
thing. And the puzzles themselves are a 
mixed bag, some unintuitive, some inspired, 
and some downright maddening...also not 
necessarily a bad thing. 

The bots (although you'll wish there were 
more of them) are delightful characteriza- 
tions, and Adams’ dialogue is witty and often 
downright hilarious. He himself voices the 
Succ-u-bus, a vile, multiply-located creature 
with an unnatural lust for chicken, used to 
transport items between locations...”You 
want suck? | suck. You want blow? | blowwww 
[cough, hack, phlegm-gurgle].” (Perhaps we 
can rent him?) And Terry Jones’ parrot voice 
is appropriately grating. Yes, the dialogue is 
where we really see the talent of Adams 
shine. Unfortunately, the other half of the dia- 
logue is input by the player, and the parser 
(language interpreter) leaves a lot to be 
desired. The vocabulary is rich enough, 
resplendent with pop-culture references, but 
it certainly falls flat in context sensitivity. A 
wonderful opportunity, this marriage of pars- 
er and graphics, and it seems that more 
sophistication is available these days. But 
sadly, we don't see it here. 

At this writing, there are two patches for 
Starship Titanic. One is for users with Cyrix 
6x86 chips that are identified as non-Intel 
Pentium chips by the installer, and the other 


Son! mention that guy will yout Ae, 
~ Where is the captain? 

Where indeed? You cant 

wandering about, Protatety 


- Where are we? 


This is the Top of the Well 
~ How did | get hare? 
How are we goingio gett 


patch is to correct problems with some video 
cards (one was ours). Also, the minimum 
install you'll want to use, lest your experience 
turns into a three-disk-swapping nightmare, 
is 5SOMB. 

Diehard Adams fans will want to play this 
game, regardless of its problems, because it is 
certainly imbued with his presence. Others 
may want to buy it for the cool 3D glasses. 
There is just not enough Douglas Adams. 
Gone are his descriptions, his storytelling, the 
entirety of his spin on the universe. Present 
are spurts of his comic genius in a beautiful 
but somewhat cumbersome experience. Dirk 
Gently into the night, Mr. Adams, and visit us 
again soon with a natural language processor 
that cuts the chicken’s mustard. -Cindy Yans 
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Starship Titanic 

Simon & Schuster Interactive ° 

_ www.starshiptitanic.com + Requirements: 

_ Windows 95, 133MHz Pentium or higher, 16MB 
~ RAM, 4X CD-ROM * Multiplayer: None 
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Of Light and Darkness 


Pre-millennial adventure that looks great but is less filling 


illennial jitters are everywhere these 
days, and Tribal Dreams (a division of 
Interplay) is determined to capitalize 
on the phenomenon with their pretentious new 
real-time adventure Of Light and Darkness—the 
prophecy. This high-minded story of sin and 
redemption challenges the player to rescue an 
ex-stripper named Angel Gemini (voiced by 
Lolita Davidovich) from The Dark Lord of the 
Seventh Millenium, Gar Hob (esteemed thespi- 
an James Woods). The stakes are high, even by 
adventure game standards; if you fail, the world 
will be plunged into a thousand years of dark- 
ness. Sure, it might be the only foolproof way to 
get rid of Bill Gates, but is it really worth it? 

Of Light and Darkness’ central conceit is sim- 
ple, although the actual gameplay seems, at 
times, denser than Matt LeBlanc. A cosmic tri- 
bunal has chosen you, the literally-named 
Chosen One, to rescue Angel and save the uni- 
verse. This is accomplished by redeeming sin- 
ners from history, including Caligula, Marie 
Antoinette, Aleister Crowley, John Wayne Gacy, 
and twenty-eight more. Explore a gorgeous vir- 
tual town (and in this case, gorgeous truly 
means gorgeous; the whole place, courtesy 3D 
SGI art by trip-artist Gil Bruvel, looks good 
enough to eat, in a menacing, macabre kind of 
way), collecting items like pyramidal trans-por- 
tals and multi-hued orbs which will help you on 
your quest to redeem seven randomly-selected 
apparitions per level. Conquer three different 


ar 


ET) 


The climactic end-game fizzles 
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levels and you'll enter an end-game 
with the Dark Lord himself. 

On first approach, the game 
seems only slightly less convoluted 
than a Thomas Pynchon novel. Each 
apparition is associated with a sin, 
an artifact, and a color of light. To 
redeem any given apparition, you 
must first identify them and their 
sin, then locate their artifact and 
bring it to the appropriate sin room 
(the sins are of the “seven deadly” 
variety: avarice, sloth, lust, gluttony, 
envy, anger, and pride). Once inside 
the sin room you must combine 
your colored orbs to produce a flash 
of light of the correct shade, which 
will redeem the apparition and 
bring you one step closer to saving 
the world from apocalypse. 

But ah, the rub. Time is ticking, as 
marked by a great Clock of 
Judgement in the center of town; 
drag your feet and you'll be sure to 
reach one of the less desirable end- 
ings in the game (there are ten end- 
ings altogether, which, combined 
with the random selection of 
apparitions, shows that Interplay is 
shooting for strong replay value). 
And time isn’t your only enemy 
here—the apparitions themselves 
will hinder you if they can, blocking 
your way and demanding the 
return of their artifact. It can all be a 
bit overwhelming initially, but 
there’s really only one skill to be 
learned—redeeming apparitions— 
and once you've got it down, Of Light and 
Darkness veers towards repetitive simplicity. 
The learning curve is the opposite of Othello: it 
takes a near-lifetime to learn, but only a few 
minutes to master. 

The game tries, at various times, for humor, 
nail-biting tension, gentle social reprimands 
(pollution of the environment is an on-going 
theme), and high drama, but the only thing at 
which it fully succeeds is looking great. With 
gameplay mostly a matter of running to-and-fro 
and bringing things from one place to another, 
the energy level doesn’t maintain much spark 
for long. There's effectively only one virtual 
environment, albeit a big one, and by the sec- 
ond level it has worn slightly thin; similarly, 
there aren't many different elements in the 
game (the orbs, used as weapons, tools, and 
ingredients in puzzles, are the major one) and a 
bit more variety would have been appreciated. 
Without giving away too much, it’s also safe to 
say that the climactic end-game is decidedly 
anti-climactic. Of Light and Darkness never falls 
on its face—it’s occasionally spooky, sometimes 
mildly thought-provoking, and always visually 
stunning—but neither does it come close to 


Pop goes the demonic Jack-In-The-Box 


setting a new standard for adventure gaming (a 
shame, since the subject matter is ambitious, if 
pretentious, and could have been the starting 
point for a more unique venture). 

James Woods and Lolita Davidovich 
deserve special mention for their casually tal- 
ented handling of often-hackneyed dialogue. 
It's not a stretch for either of them—Woods is 
basically reprising his evil turn from Hercules, 
while Ms. Davidovich seems to be here solely 
because of her performance in Blaze—but 
their laconic deliveries provide some tongue- 
in-cheek distance without overtly disdaining 
the lines. Woods, in particular, speaks so lazi- 
ly, and with so much implied humor, that one 
gets the feeling he’s trying really hard to have 
a good time. After a few hours with Of Light 
and Darkness, you'll know just what that feels 
like. John Altman 


Of Light and Darkness—the prophecy 
Interplay * www.interplay.com * Requirements: 
Windows 95, 9OMHz Pentium or higher, 16 MB 
RAM, 4X CD-ROM * Multiplayer: None 
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Blades of Exile 


Design your own role-playing game 


eff Vogel’s Exile series has been a fan 

favorite for years, winning several awards 

and commendations for its multi-character 
generated parties, length of playing time, depth 
of gameplay, intriguing puzzles, and detailed 
combat system. Talk about a bargain. His latest 
game, Blades of Exile includes a scenario editor 
that you can use to design your own role-play- 
ing scenarios (along with three he has already 
designed for you) and a Character Editor. This 
bit of news should induce fans of the Exile series 
to stamp their feet with joy. 

Each of the four Exiles, including Blades, has 
provided a faster and sweeter interface and bet- 
ter-looking graphics. This latest 
edition has been improved as 
well. Of its improvements, par- 
ticularly impressive are its new 
automap (it is now a fully 
detailed miniature of the area 
you explore), and its dialogue 
menu (it’s simple to use and 
highly efficient). 

Blades’ three scenarios 
include: “The Valley of Dying 
Things,” in which you must find 
out why the valley is polluted; 
“A Mild Rebellion,” in which you 
must decide who are the good 
guys when you infiltrate a small 
rebel band; and “The Za-Khazi Run,” 
in which you have twenty days to 
get through a maze of caves and 


The scenarios run from easy to diffi- 
cult, and their content is predomi- 
nantly G-rated. Actually, Vogel rated 
“The Valley of Dying Things” PG, but 
its language is completely inoffen- 
sive and it is no more violent than 
the others. The scenarios them- 
selves are too small. Each covers 
much less territory and have fewer 
towns to explore than the other 
Exiles. However, there is the 
Scenario Editor factor, ensuring that 
there will be many more free sce- 
narios to play in the immediate future. 

The Editor alone makes this a best buy. It’s 
sophisticated and elegant, yet easy to use. 
Vogel has almost completely automated the 
tasks involved in designing a role-playing 
game. He has constructed painter’s palettes to 
allow a designer to easily paint in grass, trees, 
water, mountains and swamps. The palettes 
can also be used to place and edit items, doors, 
windows, walls, furniture, towns, monsters and 
signs. Many other elements are also included in 
this full-featured game maker. 

Vogel advises new designers to start small 
and not try to design games as complex as Exile 
I, lor Ill, although his Editor will allow them to 
do so. As an additional incentive, Vogel is also 
awarding cash prizes to the authors of the best 
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indicative of the graphics in 
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Create a party and begin 
a game 


Using the dialogue menu is 
simple and efficient 


Secret passages abound 
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scenarios submitted to him before November. 
The first prize is $500. 

Not everyone is going to be enthusiastic 
about this release. Gamers who only appreciate 
innovative eye candy should know that the 
graphics in the Exile series have always been fair- 
ly primitive, and this title is no exception. Exile 
was conceived as ahomage to Ultima IV and V. 
Monsters and party members appear as tiny 
icons moving across two-dimensional scenery. 
Animation is mostly limited to character or mon- 
ster icons facing left or right while moving. 

Whole parties of monsters or adventurers 
are represented by single icons but become 
separate icons during battles. Six adventurers 
may then be seen fighting large number of 
monsters on generic battlefields. The monsters 
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could be goblins, ogres, giants or dozens of 
other types. There are sound effects and text 
descriptions during battles as well as graphic 
effects. Some spells are partially animated; for 
example, Conflagration—fires flicker in the area 
in which the spell is cast. However, that’s about 
as much animation as there is. 

A detailed game manual is provided, as well 
as complete on-line documentation for both 
the Scenario Editor and the game. 

The Character Editor is useful for rescuing an 
otherwise doomed party by providing it more 
spell points, gold, or food. It’s also useful for 
enhancing a party with higher skills and attrib- 
utes, along with the best weapons and armor 
in the game. It's provided for gamers who want 
an edge. [/n other words, cheaters-Ed]. 

The game is shareware, so you won't find it 
in any software store. You'll have to go to 
Vogel's web-site (listed below) or call 206-789- 
4438. You can either pay to have Vogel send 
you the complete package or get a free abbre- 
viated sample. 

In spite of its graphic shortcomings, it’s really 
the best shareware role-playing game series on 
the market, and highly recommended to all 
lovers of classic RPGs. -Andy Backer 


Blades of Exile 
Spiderweb Software, Inc. * www.spidweb.com * 
Requirements: Windows 95, 486DX/33 or high- 


er, 8MB of RAM; MacOS, System 7 or higher, 
8MB of RAM 
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The desert Eagle soars... but has a few ruffled feathers 


ather than following the current trend 

towards the flashy new combat aircraft 

of the future, Jane’s Combat 
Simulations has decided to model a true com- 
bat veteran. The F-15E was a star player in the 
Desert Storm conflict, and will most likely 
remain in the Air Force inventory for the fore- 
seeable future. Following hot on the heels of 
Longbow 2, which was unanimously hailed 
“1997's Simulation of the Year,” this simula- 
tion was hotly anticipated by the gaming 
community. F-15 has the daunting task of try- 
ing to live up to the same high standards for 
realism and graphic splendor, while adding 
some totally new innovations to the genre. 
Big shoes to fill indeed.... 

The training missions are straightforward 
and to the point. They place the player in situ- 
ations that allow them to experiment with a 
given aspect of the game and then the game 
provides a brief instructional dialogue. There is 
definitely some missed potential here—it 
would have been preferable to have some 
detailed instruction in the employment of the 
more complex systems. The game also has a 
handy “Instant Action” mode where the player 
can choose the number and type of enemy air- 
craft, a ground target, and the number of 
wingmen in his flight group. This is the next 
logical step after the training missions, and 
provides a good customizable arena in which 
to hone skills before embarking on one of the 
game's two campaigns. 

The campaigns take place in Desert Storm 
lraq and post-2000 Iran. The Desert Storm mis- 
sions are perhaps the best treatment the con- 
flict has yet had in a computer game. As was 
the case in reality, most of the Iraq missions 
are deep night strikes with little air threat but a 
monstrous amount of SAM and triple-A cover- 
age in the target areas. The game progresses 
through the various stages of the air campaign 
and the player's performance has little to no 
effect of the flow of events. The Iranian cam- 
paign is a mixture of ground strikes and air 
intercepts, with missions being selected based 
on the player's prior performance. The rolling 
hills and river valleys of Iran provide a beauti- 
ful contrast to Iraq, which is mostly long, 
brown and flat. 

Rather than use a true dynamic campaign 
engine, Jane’s has assembled a large offering 
of pre-made missions for their campaign sys- 
tem to select from. Experimenting with the 
included mission builder—the same one used 
by the designers of the game—allows some 
insight as to how the campaign missions are 
constructed, with various flight groups hav- 
ing random odds of appearing each time the 
campaign engine selects a given mission. 
While this does provide variety, there is still 
the occasional situation where players may 
wonder “Didn't | just fly this mission twice in 
a row?”, which isn't helped by the fact that 
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A Nothing satisfies like a giant 
explosion! 


F-15 pilot “punches Elvis” — > 
note the fireball from his 
destroyed jet 


the briefings and debriefs are 
fairly standard affairs. Of note 
are the debriefs, which often 
don’t accurately reflect actual 
mission performance. It seems 
quite odd to occasionally read: 
“Your aircraft crashed, killing 
the crew. Congratulations ona 
successful mission!” 

The heart of any flight sim is 
the plane itself. The flight 
model has a wonderfully fluid 
feel to it and the actual physics 
of flight are applied well. An F- 
15 is not a light “turn ‘n’ burn” 
fighter. It’s a hefty bird, and the 
game does a good job of pro- 
viding a feel for the mass of the 
plane, requiring the pilot to 
rely more on his flight instru- 
ments and execute maneuvers 
in a proper manner. It certainly 
wasn't built to be a dogfighter 
and that shows well, since 
banking ninety degrees and 
yanking back on the stick to 
turn with a more nimble bandit 
will find you quickly bleeding 
airspeed and out of control. 
(Bitchin’ Betty will chastise you 
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The mission editor is full featured. In fact it is the same one 
used to create the missions in the game 


liberally for it too.) It is far better to engage 
enemies at longer ranges, where the advan- 
tages of the F-15 hold sway. 

While Jane’s claims to have utilized the 
actual declassified numbers for the F-15's per- 
formance specifications, the game’s plane 
seems woefully underpowered. The real F-15 
has a lot of horsepower for hauling those big 
bomb loads around, and it seems that an 
unladen plane should be able to climb verti- 
cally with ease. In the game this is definitely 
not the case. It’s tough to retain airspeed in 
even a moderate climb with an unloaded 
Eagle, and altitudes over 30,000 ft. are near 
impossible to maintain. Also, there is more 
“slopping” and adverse yaw than present in 
the real aircraft, according to a real F-15C 
pilot. Otherwise Jane’s appears to have been 
quite accurate and the plane's performance is 
startlingly realistic. 

Another area where the game absolutely 
soars is in the communications amongst allied 
aircraft. It’s common to have up to eight wing- 
men, your copilot, a few groups of escorts, and 
the AWACS plane all yelling on the radio at 
once while in the heat of combat. It’s quite a 
rush to hear the radio go absolutely berserk 
with communications once the missiles start 
flying. The voices are all quite convincing and 
suit the situation well, with the possible excep- 
tion of your WSO in the back seat. It would be 
nice to be able to filter him out after hearing 
“Ow! That hurt!” and “That sucks... we missed!” 
for the umpteenth time. Your wingmen are 
amazing, however. They will call targets to 
each other, confirm one another's kills, and 
even call in rescue missions for their buddies 


when they get shot down. It has to be heard to 
be believed, and it provides a level of immer- 
sion previously undeveloped in other simula- 
tions where the player may feel that he is the 
only point of interaction in the game. 

Wingmen management is the key to sur- 
vival. Since the F-15 is disadvantaged in a 
close-in “knife fight”, the player must utilize 
wingmen to the fullest. The enemy will certain- 
ly be using group tactics against you, and call- 
ing the appropriate wingmen setup for attack 
and defense is vital—the odds are against fin- 
ishing the mission in one piece otherwise. The 
Al pilots are fairly intelligent, and even the 
enemy knows when it’s time to jettison the 
bombload and run for cover. 

The cockpit of the F-15E is fully interactive. 
The game allows players to customize nearly 
every key on the keyboard to their liking, but 
the true brilliance of the interface is the cockpit 
itself. Any button, switch, or knob visible on the 
screen is click-able and will perform the same 
function it does in the real aircraft. There are 
seven MPD (Multi-Purpose Display) monitors 
split between two cockpit stations and they 
each can be configured individually to the play- 
er’s liking. Each function of the displays is con- 
trolled by the buttons surrounding the MPD 
screen. They are almost exact replicas of the 
true aircraft's systems in both form and func- 
tion. Clicking all those switches with the mouse 
while trying to fly and line up a shot can be 
quite a daunting task to say the least, but 
thankfully the game allows you to pause the 
action to perform any of the cockpit functions. 

Graphically, F-15 is a mixed bag. The game 
supports only 640 x 480 resolution, and was 
clearly designed with 3Dfx hardware acceler- 
ation in mind. It is playable in non-accelerat- 
ed mode, but takes a serious hit in perfor- 
mance and image quality. On a 3Dfx 


Oil storage tanks take a hit at night 
The star of the game 


A cargo plane eats chaingun fire at sunset 


Iranian Mirage saved by a flare 


equipped 166MHz Pentium, the game 
runs quite well with only the scene 
complexity scaled down a few notches. 
Frame-rate range from 30FPS in dog- 
fights to 5-10FPS when near a complex 
ground scene such as an airfield or 
large group of ground targets. Even at 
10FPS the game manages to feel 
extremely smooth. 

The aircraft graphics are the equal of 
anything else on the market. The only 
real graphical failing of F-15 is in the ter- 
rain engine. The mountains and valleys 
in lran tend to “settle” as the player 
approaches, resulting in textures that 
appear to melt and run down the sides 
of hills, which isn’t very attractive. 
However, absolutely no other game ren- 
ders smoke and fire like this. Screenshots 
do not do the pyrotechnic effects justice. 
Missile trails are very convincing, and 
destroyed aircraft become tumbling fire- 
balls that trail a long, twisting trail of 
thick black smoke. Bombs blast smoke and fire 
high into the air and send out a nice shock- 
wave. It’s absolutely jaw dropping. 

This Eagle’s bald spot is found in multiplay- 
er. With the solo play so strongly focused on 
wingmen interaction, it is a great disappoint- 
ment that cooperative multiplay is not an 
option. Co-op play is one of the strongest fea- 
tures of Longbow2, and with the F-15E being a 
2-seat aircraft, it was almost an expected fea- 
ture. Multiplay is strictly an aerial deathmatch 
affair, which is a great disappointment for 
those hoping to drop bombs with friends. (You 
can hack the system registry to allow air to 
ground ordnance in multi. It’s there, but Jane’s 
didn’t enable it in the release.) Bugs abound in 
multiplay, with frequent drops, lockups, and 
loss of sound effects evident. As it stands, it is 
adequate but not a success. 

Jane's is definitely onto something here. F- 
15 is agame full of potential and quite enter- 
taining to play, but somewhat unpolished in 
some important areas. On the other hand, the 
wingmen interaction and “you are there” 
aspect of the cockpit are tremendously effec- 
tive. Had Jane’s kept this bird in the nest just a 
bit longer it would have pushed the envelope 
much further—it currently feels a bit too much 
like a beta test for F-15 Gold. Despite this, the 
game is still recommended for those hardcore 
desktop pilots looking for a game that focuses 
on complex, single player strike mission real- 
ism. —James W. Hunt 


Jane’s F-15 

Jane's Combat Simulations * www.janes.ea.com 
Requirements: Windows 95, 133MHz Pentium or 
higher, 16MB of ram, 4X CD-ROM + Multiplayer: 
2-8 players, Internet, LAN, modem, serial 
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iF-22 Persian Gulf v5.0 


No new news on the west front of simulation gaming 


F-22 was the first military flight simulator to 
use Direct3D, and the expectations were as 
high as the disappointment among the flight 
simulation crowd. Compatibility problems, inad- 
equate low altitude graphics and endless loading 
Pauses annoyed the users. In this pseudo-sequel, 
Interactive Magic claims they've introduced more 
than twenty-four new features, including smarter 
Al and improved graphics. However, after instal- 
lation, version 5.0 looks precisely like its prede- 
cessor, and has similar compatibility problems, 
including the 3D display glitches. 

The preflight screens are basically 
unchanged, allowing the configuration of every 
little detail on either a per-pilot basis or for the 
game in general. In addition to an ample selec- 
tion of missions and an automatic mission gen- 
erator, there are three campaign areas to chose 
from. These are now compressed and occupy 
much less space on your hard 
disk. After selecting a mission, 
the flight planner allows you to 
tweak many items, including 
waypoints, weapons, fuel load- 
outs, etc. The new zoom satellite 
map is still inadequate, though, 
as it becomes unreadable at the 
higher levels. 

Once in the plane, you'll 
experience the same sound 
glitches, blurry environment, 
glued-on objects, and weirdo- 
wingmen as in the original 
game. The terrain graphics 
haven't improved substantially 
either, looking good at 10,000ft, 
but less so at 1,000ft. The frame 
rate is flawless on a 300MHz 
Pentium II with a 3D board, and with 96MB of 
RAM the loading pauses are also gone, but 
with less RAM they still exist, although they're 
shorter than they were before. 

The somewhat changed radio communica- 
tions are once again not mission-critical. While 
AWACS gives you valuable information, the 
wingmen are still deplorably ineffective— 
despite the claims of better wingman intelli- 
gence—and the text captions often have little to 
do with reality. 

In all scenarios, landscape details are indis- 
cernible from low altitude. Some objects are 
appallingly simplistic: cities are only flat textures, 
and while the coasiline in Saudi Arabia has gor- 
geous colors, the sea in general is empty and 
dull—no casual ships, waves, or sun reflections. 
The enemy Al at high levels is acceptable, and 
seems to be improved. SAMs behave realistical- 
ly, and the number of enemy grunts—which is 
overdone in the two original scenarios—is more 
realistic in the Gulf environment, offering a bet- 
ter balance between the action and the stealthy 
periods of air combat. 

An annoying aspect is the game’s obsession 
with clouds, which it displays as a dull layer of 
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gray matter; while upon entry into or exit from 
that layer you'll see appealing transparency 
effects, once you're in or above the clouds, the 
ground might just as well have been omitted. 

During missions, the battlefield is alive with 
the distant thunder of bombs and cannon shells, 
and you can see the (translucent!) smoke trails of 
missiles, and burning objects on the ground, 
using the excellent views the game offers. 
Nothing new here, either, though. 

The flight model in general is good, and para- 
meters like drag, weight and altitude affect the 
plane as expected, though take off and landing 
feel a bit arcadish. The plane does not have 
wheel suspension, and at take off, either contin- 
ues to rotate to unrealistic AOAs or doesn’t take 
off at all—just like in the original version. 

Another old acquaintance is the odd system 
crash in complex missions, which is annoying as 
the dynamic campaign is one of the strong 
points of iF-22 v5.0, and the outcome of missions 
is important to the campaign. The excellent 
manual is worth an extra look. It is both compre- 
hensive and understandable, which is the excep- 
tion rather than the rule in this business. 

All in all, neither the higher version number 


[clockwise from left] 


All you can eat—this 
mission planner is 
comprehensive 


Heavy agricultural—is 
this the Ukraine? 


The new Gulf 
scenario has some 
beautiful views 


nor |-Magic’s claims about new features can con- 
ceal the fact that this version is pretty much 
identical to the original one, bundled with the 
Persian Gulf mission disk. None of the major 
aspects have changed substantially, and both 
the strong points and the weaknesses remain 
unchanged. Despite this, the immersion factor is 
high. The reason is all the little details that 
makes this game so addictive, like the excellent, 
informative HUD, the ease of use of the radar, 
the exciting in-plane feeling, the living battle- 
field, and the fact that while this is not strictly 
speaking a hardcore simulation, it makes the 
enthusiastic pilot feel as if it was one, thus com- 
bining the excitement of a realistic high-tech 
bird with the fun of easy accessibility. 

The leap in version numbers is not justified by 
the modifications. But in its role as a realistic sim- 
ulator for the non-hardcore simmer, iF-22 v5.0 is a 
classic in its own right. If you liked the original 
version and don't have the Persian Gulf scenario 
yet, this one is worth a look. Joachim Trensz 
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iF-22 Persian Gulf v5.0 

Interactive Magic * www.imagic.com ° 
Requirements: Windows 95, 133 MHz Pentium 
or higher, 16MB RAM, 4X CD-ROM = 
Multiplayer: 2-8 players, LAN, modem, serial 


It's your duty to protect mining operations in 
the new Frontier.. but who are these guys? 
Looks like the same heinous Sectoids from 

Earth. Only this time the battle is on their turf. 
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You nabbed a Sectoid fighter with a secret 
weapon on board, But where's the trigger? 
The Research Screen will help you return the 
aliens’ thunder in an intense and epic battle, 


Good thing you're piloting a fighter you 
designed and armed with everything from a 
Plasma Pulse Cannon to an Elerium Torpedo 

Launcher. Good for you... bad for them. 
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A brutal dogfightsayou take some losses, But 
by intercepting an alien supply ship, you find 
the secret location of their key outpost and 

replenish your resources. 


With this new arsenal, the tide is turning, The 
aliens are retreating to their cozy little black 
hole, But what will they plan next? Better find 
out... before they come back for you. 


Now that you've researched the Doppleganger 
Missile Launcher from the alien ship, you can 
equip your fighters with powerfubalien 
technology and improve your odds. 
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B Triple Play 9 


Third time’s not a charm for this series 


ushed to market in time for the start of 
4 the baseball year, Triple Play 99 has all of 

the hallmarks of a sloppy effort—bugs, 
glitches, logic problems and a general lack of 
polish that nearly destroy what is (as usual) so 
close to being the perfect baseball game. Then 
again, this has been the same criticism leveled 
at every game in the series thus far, so who’s to 
say it'll ever reach its full potential? 

Conceptually speaking, Triple Play has always 
been on somewhat shaky ground—is baseball, 
with its slow cerebral play, really the best sport 
for a fast-paced arcade game? Apparently not, 
as EA Sports seems to be moving the game 
more and more toward being a (more) 
respectable simulation. A pseudo-career mode 
has been implemented, 
though it’s not going to 
give the Front Page Sports 
folks cold sweats as statistics 
and player ratings don’t 
Carry over from year-to-year. 
However, a really nifty draft 
feature makes it worth your 
time. Despite a clunky inter- 
face, it’s a baby-step in the 
right direction, though the 
simulation engine produces 
questionable final statistics. 
(Reverse-engineering the 
team statistic totals for pitching and hitting 
shows that Triple Play is either faking the num- 
bers in simulated games or 40% of all runs 
scored in games are unearned. Either way, the 
results are bogus.) 

Unfortunately, the game as a whole has 
taken two steps backwards. Triple Play is a game 
of contradictions, where arcade-play is empha- 
sized yet extra base hits are almost impossible 
to attain. Defensive players still move so fast 
and throw so hard that it takes an act of God to 
have the most exciting play in baseball, the 
triple. Doubles are equally rare, only obtainable 
by controlling your baserunners manually and 
repeatedly pressing the “speed burst” button 
(one of those pointless arcade tasks that seem 
to carryover from console-land). 

It’s ironic that the most powerful manage- 
ment interface around is found in a series 
known most for its arcade play. The manager- 
only mode is strong and intuitive, with slick 
pop-up menus that track everything from pitch 
speed and location to “hot/cold” hit zones. 
Unfortunately, it has a number of subtle and 
not-so-subtle flaws. The most obvious one is 
the previously noted extra-base hit problem— 
the “speed boost” isn’t present in manager- 
mode, so you may never see a double. It makes 
the game, action-oriented or not, a station-to- 
station affair, with single after single after sin- 
gle. And while you can choose pitch locations, 
it's almost impossible to throw a ball, leading to 
sub-Maddux pitch count totals and almost no 
strikeouts even with hurlers like Randy Johnson. 
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Ventura whacks a single 
(as usual). Triple Play, 
visually speaking, has 
no peer 


The non-accelerated 
graphics run in any reso- 
lution and are nearly the 
equal of the Direct3D 
version 


Not in my lifetime 


Omar Vizquel gets air- 
borne as he turns two 


are an alarming number of logic errors with the 
computer-controlled baserunners. They tend to 
do completely bizarro things, like return to first 
on a sacrifice bunt (usually causing a double- 
play at first), or not advance to third from first 
on a hit-and-run single to right field. 
Multiplayer is a mighty welcome addition, 
even with manage-only mode supported. 
Unfortunately, it’s poorly developed and 
makes you wonder whether a half-assed 
implementation is worse than none at all. The 
game includes the ability to connect to EA 
Sports Net, a free matchmaking service. 
Unfortunately, it lacks any chat facility for set- 
ting up games—basically you create a game 
and pray someone joins. You can’t set your 
lineups before the game (!?!), and once started, 
opponents aren't notified of lineup changes. 
You're also faced with perhaps the worst in- 
game chat menu ever created, one that regis- 


ters typed letters every couple of seconds. 
Then there’s the Internet bug mentioned at 
the end of this article. 

Certainly you can cheese out and say, “Well, 
Triple Play looks fabulous and is, most impor- 
tantly, fun,” and you'd be right. Unfortunately, 
the competition is passing EA Sports by— 
Hardball 6 and High Heat are superior all-around 
games. Next year, we need more brains and 
fewer slick animations to make this a contender. 
—Steve Bauman 

There is a bug in the network code in Triple 
Play 99 where games can get out of synch with 
one-another. When this occurs, the computer 
takes over one of the teams without informing 
either player, allowing for significantly different 
results for each player. Over the course of a dozen 
or so games played via direct-connect and EA 
Sports Net, we were unable to reproduce the bug. 
While EA Sports has confirmed its existence, they 
claim it only effects a small percentage of games 
played and were, at press time, planning a patch 
to address the problem. 
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B Windows 95, 90MHz Pentium or higher, 16MB 
| of RAM, 4X CD-ROM * Multiplayer: 2 players, 


@ /nternet, LAN, modem 
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Hardball 6 


Hardball has come a long way in ten years 


en years ago, Accolade released a simple 

baseball game called Hardball. Two 

teams, one red, one blue; the players on 
the rosters were based on the makers of the 
game themselves. All it offered was fluid game- 
play with then-lush graphics. Each incarnation 
of Hardball has added something new, and 
Hardball 6 is no exception. 

The most obvious change is the now-stan- 
dard 3D polygonal players with motion-cap- 
tured movement. All the players look alike— 
Randy Johnson and Babe Ruth both look the 
same, while Wade Boggs is clean-shaven for 
the first time since his days in Pawtucket. That 
aside, player movement is smooth, fluid and 
convincing, save the disturbing smile all of 
them constantly sport. 

The real improvement, however, is the intro- 
duction of an actual general manager/owner 
career mode. The computer now actually 
makes and processes trades on its own, though 
it is sometimes schizophrenic. The computer 
rarely, if ever, initiates a trade with you, though 
it trades freely with other computer GMs. 

Game simulation is, for the most part, 
refreshingly accurate, especially considering 
the stats from previous incarnations. The one 
stat which is wildly inaccurate is stolen bases. 
Larry Walker, in an MVP effort, stole 80 bases 
(making him the first 50 HR-80 SB player in the 
history of baseball). That said, the stats are 
within bounds of reason. 

The main reason to play Hardball has been, 
and probably always will be, the action game. 
Veterans of the series will find nothing new in 
terms of gameplay or action. Pitching, fielding, 
and hitting are extremely simple. The pitcher- 
batter interface is clean and easy-to-use, 
though it may take a few at-bats to adjust to 
the batting screen; the batter is so close to the 
screen that his torso from the shoulders to the 
knees occupies an entire quarter of the screen. 
The pitches also all arc, including the 90-plus 
MPH fastballs—some that appear to be at the 
batter’s head will dip into the strike zone. This 
combined with the added ability to aim the 
swing causes hitting to be tougher than previ- 
ous Hardball games. Fortunately, there are 
some options for the player—either set the 
option to force all pitches to the middle of the 
plate or go to the batting practice screen and 
practice, practice, practice. 

Almost every aspect of Hardball 6 is an amal- 
gam of a pleasant surprise and a somewhat irri- 
tating problem. The player animations have 
charming affectations—the catcher will some- 
times point in approval, the batter taps his 
spikes awaiting the pitcher's windup or stolen 
base attempts will result in a close-up of the 
tag attempt, showing the result clearly—but 
they suffer from that old bugaboo of turning as 
if they were on a turntable. The players are 
intelligent enough to make smart decisions in 
baserunning and fielding, but every so often 
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Andy Pettitte releases one Camera 


as Joey Cora takes off for 
second (who is subsequently 
thrown out by Girardi. You 
can’t steal off of Andy) 


Omar Vizquel gets airborne 
as he turns two 


The American League MVP 
for 1998 is... Juan Gonzalez? 
Looks like Frank Thomas got 
ripped off, again 


The Yankees have had an 
eventful season 


TEAM NEWS 


Vate 
Traded P:Stanton and Pilrahu to Atlanta for #:Glavine 
Apr 6 
Willams injured (Stramed Ankio), expected out 1-2 days 


Apr 28 


PGlavine injured (Stitt Shoulder). expected out 9-12 days 


May 6 


Preititte injured (Stitt Shoulder), expected out 9-42 days 
L } y 


May 11 


LPStrowberry injured (Jammed Ankle), expected out 1-2 days 


May 20 


Pcl loyd injured (Stit! Shoulder), expected out 2 weeks 


Jun 30 


SS Jeter imputed (stilt Anae) OxpPoc ta oul 2 weeks 
Jul 3 


RETURN 


will boneheadedly charge and overrun a 
linedrive, allowing it to skip past them and go 
to the wall (admittedly, this is somewhat realis- 
tic). The throws from the outfield are always cut 
off by the infielder, which can sometimes be 
frustrating if you want to make a direct throw. 
Player management is handled in the same 
mixed-blessing fashion. Injured players are not 
automatically returned to the lineup, even 
though they are substituted automatically dur- 
ing simulated games. There is no fatigue to 
consider, either, except among the pitchers; 
this, at least, is handled simply and effectively. 
Hardball 6 handles pitcher role assignments the 
better than any recent major baseball sim— 
closers close, set-up men set up, and the stats 
reflect that. Roster manipulation suffers from a 
clunky interface, and the Draft could use more 
filtering tools for quick assessment of draftee 
choices, which can number in the hundreds. 
The most serious problem in the game is a 
bug that serves as more of an annoyance 
than a show-stopper. The game stumbles 
when dealing with interleague play. A visit- 
ing American League’s pitcher will bat in the 
DH's old spot, sometimes the #4 slot, while a 
visiting National League’s DH will always bat 
in the #9 spot. Worse, a simulated game has 
the American League DH batting anyway, 
being called the “pitcher.” In other words, 
the team doesn’t lose its DH. (Accolade has 
promised a patch for this problem by the 
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Gonzalez = Alomar Jr Thomas 

Zi Batting Avg: .302 : Batting Avg: 446 Home/Runs: 40 
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time of this article’s printing.) 

You can find better graphics in Triple Play 99 
and VR Baseball, better stats in Baseball Mogul, 
and better career-league management in the 
Front Page Sports series, but none incorporates 
all of those aspects as well as Hardball 6. 
Simply put, it’s a jack-of-all-trades, master of 
none, which puts it ahead of most of the com- 
petition. The main issue is fun, and Hardball 6 
is indeed that—its versatility makes it a defi- 
nite home run. —Jonah Falcon 


KKK KY 
© Hardball 6 
Accolade * www.accolade.com * Requirements: 
Windows 95, 100MHz Pentium or higher, 16MB 
of RAM, 4X CD-ROM + Multiplayer: 2 players, 
Internet, LAN, modem, serial 
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ometime in the dark days of baseball’s 

late Sixties, the New York Mets pulled a 

young pitcher from Texas named Nolan 
Ryan out of their minor league system. It was a 
risky move, as the kid had a 100-mph fastball, 
precious little control and a reputation for 
being someone you didn’t want to face if per- 
sonal safety was a concern. Despite occasional 
flashes of greatness, the team had soured on 
him and his apparently incurable wildness by 
the early seventies, and Ryan was traded to the 
California Angels for journeyman third base- 
man and future big league manager Jim 
Fregosi. Given a stable spot in the Angels’ 
starting rotation, Ryan became one of the most 
overpowering pitchers of modern baseball 
(though his wildness 
remained), going on to set 
records for season and 
career strikeouts, career no- 
hitters, and others. 

High Heat 99, from Team 
.366, is another newcomer 
to the baseball world that, 
while promising in many 
respects, needs some time 
to reach its full potential. 
What works in High Heat 
works very well—the 
physics model is believable, 
the stat engine remarkably accurate, the bat- 
ter-pitcher interface terrific and the Al generally 
solid. But what doesn’t work is effectively 
nonexistent, and High Heat remains a relatively 
simple arcade game despite a few gestures 
toward simulation seriousness. 

While not nearly as graphically stunning as 
Triple Play 99, High Heat captures the sub- 
tleties of baseball in a way that is rare for com- 
puter representations of the sport. Batters 
break their bats over their knees after striking 
out in clutch situations, the crowd flings visit- 
ing home run balls back onto the field, com- 
puter-controlled batters can actually be 
fooled by pitches and the stadiums are beauti- 
fully rendered in a soft-light technique that 
complements the game’s low-key atmos- 
phere. The 3Dfx-enhanced 16-bit graphics 
mode is attractive and fast, but the 8-bit non- 
accelerated mode is terrible, and the sprite- 
based players look downright spastic after 
Triple Play 99's smoothly animated polygons. 
Cameras track ball flight smoothly, but there 
are only two available set views, both or 
which are behind the plate facing the pitcher. 
In-game sounds are average, and the play-by- 
play, provided by San Francisco Giants 
announcer Ted Robinson, isn’t seamless and 
grows repetitive rather quickly. 

Simulation buffs need not bother with High 
Heat, as there is no career play, draft, free 
agency, player editor, bullpen warmups for 
relievers and no viewable player ratings except 
for non-numerical bars offering the relative 
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High Heat 99 


The birth of a could-be champion 


[clockwise from right] 


The strange mouse-free 
interface is annoying 


The ever-popular home run 
contest— in Colorado, of 
course 


A view from the bleachers 
after a home run 


Stepping up to the plate 
against Maddux in beauti- 
ful Turner Field 


strengths of pitchers’ various pitches. The 
game also only has the MLBPA license, mean- 
ing real players but no team nicknames or 
logos. Again, High Heat suggests it can do 
more—it records statistics correctly and the 
computer generally handles its team well, sub- 
stituting pitchers at reasonable times, bringing 
in late-inning defensive replacements and 
pinch-hitting late with men on. Baserunner Al 
is generally good but demonstrates a few 
recurring problems; namely, when a runner on 
second or third who isn't in a force situation 


will break on a ground ball and get thrown out. 


But managers looking for challenges greater 
than those posed by artificial intelligence are 
out of luck, as High Heat offers no multiplayer 
options except for head to head play on a sin- 
gle machine. 

The control, vital in arcade baseball, is gener- 
ally good but suffers from a number of over- 
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Wale, 


PLAYER 1 


sights. The game doesn’t use a mouse at all, 
making menu navigation a needlessly counter- 
intuitive function of the keyboard ora 
gamepad. Control in the field also suffers from 
an annoying bug, apparently only plaguing the 
Gravis Gamepad and Gamepad Pro, in which 
the game intermittently ignores button-presses 
and mis-maps the directional pad so as to make 
your fielders throw to the wrong bases. While 
control with other gamepads is smooth, this 
problem is serious enough that diehard Gravis 
users should avoid High Heat until and unless 
Team .366 issues a patch to fix the problem. 

But maybe Team .366 has stumbled on the 
only correct formula for sports franchises in 
today’s gaming market—build a solid founda- 
tion and upgrade it incrementally, as opposed 
to the build-an-unrepairable-monstrosity-and- 
further-kludge-it-with-bogus-updates philoso- 
phy characterizing Sierra’s Front Page Sports: 
Baseball Pro series or the who-cares-about-real- 
ism Triple Play mentality. High Heat demon- 
strates a better understanding of baseball than 
most, but superstardom is an iteration or two 
away. —Geoff Stratton 


Pw kkk 
High Heat 99 
Team .366 * www.highheat.com + 
Requirements: Windows 95, 133MHz Pentium 
or higher, 32MB of RAM, 4X CD-ROM 


Multiplayer: 2 players, same machine 


© 1998 Mad Catz, Inc. Mad Catz™, the Mad Catz logo and 


THE ROYAL SEAL OF APPROVAL 


Chairman: ION STORM 
CO Creator: DOOM and QUAKE 
Creator: DAIKATANA 


ic es 7 on When John 

- Romero gives the 
thumbs up to our two-fisted 
killing machine, we know we did 


something right. Reach for the 


Let Them Eat Cake: 


A lethal combination of Premium Joystick 
and Optimized Controlball. 


Panther XL--the fastest way to strafe, frag 
and bomb your way to total domination. 


Intuitive 360° independent move-and-aim control. HER TEMUER BESO POwET INSET 


corrupt...it makes you the King. 
17 fully-programmable buttons and dial throttle. 
supports all the hottest 3D first-person games. 


Functions as a premium digital flight stick for all Win 95 games. 


Panther XL are trademarks of Mad Catz Inc. International ' | By any means necessary 
and domestic patents pending. All other trademarks and/or Babba a S 
registered trademarks are property of their respective owners. pci www.madcatz.com 


Get 2 FREE 


Now there's a club for 
avid gamers like you! It’s \) 
called Interaction Plus, 
from Sierra. It gives you 
exclusive benefits like free 
games, special cash-back 
rebates, priority beta-testing 
opportunities, a quarterly 
game CD, money-saving 
discounts on products from 


lerra, DIUS lots more, 


ASIERRA 


WD Vir Piha) | Sheers Uk 


Phantasmagoria II: YOU DON'T KNOW 
Lost Continent Harvest of Souls A Puzzle of Flesh JACK Pack 
#83697-Win/Mac #83174-Win #83288-Win 95 #69958-Win/Mac 


JOIN TODAY! 
i-300-757-7707 


Select two of these products as your free bonus selections. ted 82 II Ski Racing 


3D Ultra MiniGolf 
#83609-Win #83461-Win 95 


CASH Back* 


Receive a 
full year of 
" Interaction 
4 Magazine plus 

~ FREE game & 
iq demo CDs 
Interaction Plus Members 
receive four free issues of 
Sierra’s Interaction Magazine. Each issue is packed with 
news, reviews, hints and tips that will keep you ahead of 
the curve when it comes to the best new products. 
Plus, you'll get a free, limited-edition game and demo 
CD with each issue. Each CD will be packed with full 


games, demos, add-ons and more. 


Choose two FREE games 
when you join! 
When you join Interaction Plus you can choose two 


top-selling games for no charge. Choose from hits like 
Red Baron II™, Leisure Suit Larry®, 3D Ultra™ Pinball, Trophy 
Bass™ 2 and the other great games shown below. 


#83680-Win 95 #70075-Win 95 #83674-Win 


Baseball Pro ‘98. Sierra Sports: Gol 


Sierra Pro Pilot 


#70320-Win 


©1998 Sierra On-Line, Inc. Offer valid in U.S. and Canada only. May not be combined with other offers or coupons. Benefits, pricing and availability subject to change without notice. 


Betrayal in Antari 


#70045-Win 95 #76060-Win 95 


Priority 

beta-testing 
opportunities 

To put you ahead of the pack 
when it comes to new games, 
Interaction Plus gives you exclu- 
sive chances to participate in 
product evaluations and beta-test 

programs. You'll see incredible new 

products long before other game players, and you'll 


actually have a role in the creation of new games. 


Save big on games 
from Sierra 

Interaction Plus Members also get 
money-saving offers good for savings 
of up to $50 on new Sierra products 
throughout the year. Some offers will 
be available direct from Sierra, and 
others will be made available at your 


favorite retailer. 


Huge cash-back 
savings! 
As an Interaction Plus Member 


you'll also receive a Cash-Back ue 
Certificate good for $20 cash back 


Mail to: (see below) 
Interaction Plus 

Membership Services 
7100 W Center Rd., Suite 301 
Omaha, NE 68106-9850 


on the purchase of any qualifying Sierra title. Add 
that together with the value of your free games, and 


that’s more than $105 in benefits right when you join. 


To join, call toll-free 1-800-757-7707 


Please mention Special Offer Code GIP802 
Or complete the application below and mail today. 


Ln 


LPO ARS AS TE ees 


Membership Application 


[| YES! | want to join Interaction Plus. | understand that | have NO 
OBLIGATION to purchase any additional software products. In addition 
to my other benefits, please send the free games I’ve marked below. 


Interaction Plus 
Membership 


Add sales tax where applicable 


Shipping & Handling (choose one) 
[_] UPS Ground, add $5 
[_] 2-Day Air, add $8 


Total Due 
U.S. Funds 


Mark your FREE BONUS games here: 


Bonus No. | Bonus No. 2 


oO 


Bill my membership fees to: (sorry, no COD) 


[J Check enclosed [] VISA [ ] MasterCard [J Discover [J American Express 
(payable to Sierra) 


e 


Account Number Expires (mo./yr) 


Cardholder's Signature 


Important Sales Tax Information 


Residents of the following states must add appropriate sales tax on the total cost of your order 
(including shipping and handling): CO, FL, GA, MI, MO, NY, NC, SC, TN, TX, WA, WI. 


Residents of the following states must add appropriate sales tax on the sub-total order amount 
(excludes shipping and handling): AZ, CA CT, IL, 1A, IN, LA, MA, MD, MN, Nj, OH, PA, UT,VA. GIP802 ] 


Ultima Online 


You've got to admit, it’s getting better 


hen we first reviewed Origin’s online 
W RPG about a month after its release, 

we weren't terribly pleased. 
Horrendous lag, bugs, server crashes, poorly- 
implemented features—all of these conspired 
to make Ultima Online’s debut less than stellar. 
With online games, though, evolution is some- 
thing more than a theory: either a game 
evolves and improves, or it dies. We’ve chosen 
to return to Lord British’s sovereignty some six 
months after our initial review to see how fares 
the realm, and to reassess 
Origin’s efforts. 

Happily, the passage of half a 
year has much improved the situ- 
ation in Britannia. Oh, it isn’t an 
idyllic paradise yet, far from it; 
there’s still some server-side lag, 
the notoriety system (which 
keeps track of players’ reputa- 
tions) still needs work, and Origin 
always seems just a bit behind 
the curve in keeping up with 
player depredation, cheating, and 
abuse. When compared to last 
year’s mess, though, it’s like mov- 
ing from the slums to a comfort- 
able middle-class bungalow. There 
are more critters to kill, more things 
to do, a better economy, and a more 
or less safer environment for non- 
homicidal players than there was 
three or four months ago. There are 
also more servers, which are more 
reliable than before. 

Much of the credit for these 
improvements has to go to Origin’s 
tireless patch efforts. A trip to the 
official U/tima Online web page 
(www.owo.com) reveals an ongoing 
program of assessment, repair, and 
improvement designed to enhance the fortunes 
of Britannia’s citizens. One could argue, of 
course, that Origin should have fixed a lot of 
this stuff in the first place, but the truth is that 
there wasn’t any real way Origin could have 
known about many of the problems they've 
encountered until they, well, encountered 
them. That doesn’t excuse them from bearing 
the onus of their bad decisions—overcrowding, 
hassles with registration, the credit card snafu, 
the problems with returns—nor does it mean 
we shouldn't have reviewed the game when we 
did; after all, they were collecting money for it. 
Still, as an online game, the proof is not in what 
the game is when it debuts, but what it’s like six 
or twelve months later. To a large extent, Ultima 
Online is finally bearing fruit. 

Players’ experiences will still vary greatly, 
depending on quality of Internet connection, 
time of day, the other players on line, and prob- 
ably sunspots. Some times it’s so laggy, and the 
player killers so thick, that it’s positively haz- 
ardous to walk outside the inn. Other times, and 
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Payday at the bank... this is a typical 
scene 


The roads of Britannia thrive with 
traders, thieves, and adventurers 


Someone’s been polymorphing them- 
selves it seems... 


Some thieves never learn... 


An ettin in the road... 


these times are increasingly common, the lag is 
minimal, the headless ones and orcs are plenti- 
ful, and the player is threatened only by the 
normal dangers of adventuring in a wild, beau- 
tiful world. There are vendors everywhere, to 
sell virtually anything. Player-owned houses and 
castles are springing up all over (too many, 
actually; with luck Origin will scale this back a 
bit). Guilds flourish, craftsmen prosper, and slay- 
ers of foul creatures parade proudly in their 
hard-won finery. It isn’t always like that, but 
more often than not these days. 

What still needs to be done? Origin needs to 
work on lag, of course; it’s still too easy for any 
combat of appreciable size to bog down, ren- 
dering it unplayable, and navigating past a 
bank at peak hours is an exercise in frustration. 
Cheating and rules exploitation is still too 
prevalent, and the notoriety system continues 
to require a lot of work. Player killers, while 
diminished in numbers (perhaps their parole 
officers confiscated their credit cards?) still 
bedevil honest gamers; the “wait for a big fight 


and stab a player in the back” type tend to lurk 
around monster spawning grounds, adding 
nothing to the game world and giving legiti- 
mate thieves and highwaymen a bad name. 
And it’s still very unclear whether Origin will 
ever consider seriously booting offensive, abu- 
sive players, as the user agreement clearly 
states they can. Nevertheless, after half a year, 
Ultima Online is approaching its potential. It isn’t 
there yet, but it’s getting closer. If you held off 
on this one because of the bad reviews, it’s time 
to take another look. Origin has streamlined the 
sign-up procedures, there’s plenty of online 
help available, and the game itself is much 
more mature. One can only wonder what it will 
be like in another six months. —Robert Mayer 


Ultima Online 

Origin Systems * Requirements: Windows 95, 
133MHz Pentium or higher, 16MB RAM, 
Internet connection * Multiplayer: Internet 
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Enter a Virtual Reality world where an unspeakable evil is destroying the elite 
team of scientists who created it—with only you to stand in its way. 
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6 ¢ You interrogate up to 40 unique witnesses and suspects _* You solve over 20 mini-mysteries on your way 
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> Wuarcper ¢ Featuring Dolby Digital™ (AC-3) 5.1-channel ¢ You search for clues in over 31 virtual reality locations 
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ACCESS 


SOFTWARE INCORPORATED 


For information call 1-800-800-4880, or visit us on the web at www.accesssoftware.com/g7t. And add some color to your life! 


Out of control 


The never-ending quest for better action 


hile the flight simulation controller 
market has entered a period of stabil- 
ity, it seems that everyone is trying to 
sell alternative controllers for action games. As 
the games increase in complexity, it’s come as 
no surprise that hardware manufacturers are 
trying to make things easier for gamers. The 
problem is that most of the controllers are so 
complex or weird, it takes a long time to get 
used to them—time, incidentally, that would 
be better spent learning the game with the 
standard controls. This month we'll take a look 
at three new controllers: The MadCatz Panther 
XL, Gravis Xterminator gamepad and the UR 
Gear, from Video Computers S.p.A. 

The Panther XL consists of two parts: a stan- 
dard four-button joystick, with two four-way 
hat switches and a trackball with five buttons. 
The controller also includes a slightly ineffec- 
tive throttle and a port for attaching rudder 
pedals. A truly inspired bit of design is a track- 
ball that is illuminated from inside with four 
different lights. The joystick comes with pro- 
gramming software that includes profiles and a 
launcher for an impressive number of games— 
unfortunately, it only supports a limited num- 
ber of DOS titles. 

In practice, the Panther is surprisingly 
good—in fact, it's downright superb. While it 
takes a bit of time to get used to, the trackball 
turns out to be the equal of the mouse when it 
comes to looking around. The problem with a 
game like Quake is using a joystick for move- 
ment. It just doesn’t feel natural. Despite its 
John Romero endorsement, it’s no secret that 
the optimal way to play a game like Quake is 
with the keyboard and mouse. However, of all 
of the alternative controllers—ranging from 
the weird (SpaceOrb) to the, erm, weird (PC 
Dash)—the Panther is easily the best. But at a 
list price of $79.95, it ain't cheap.... 

At a list price of $49.95, Gravis’ digital 
Xterminator gamepad is on the high-end of 
gamepad pricing, but you certainly get what 
you pay for. A virtual orgy of 
buttons, gamepads, 
throttles, hats and 
analog sticks, 
there’s very 
little it 
can't 


do. 


How’s 
this fora 

feature-set: 17 programmable controls, analog- 
like control pad, regular D-pad, six primary but- 
tons with two digital triggers, a throttle, two 
analog flipper switches that could act like a 
rudder and an eight-way hat. It slices, it dices, 
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it'll churn butter, baby. 

Unfortunately, while visually appealing, 
the design aesthetics occasionally getin f 
the way of the functionality. The six but- 
tons on the face (generally the “ABC, 
XYZ" buttons), are oddly shaped and 
too small for people with adult-sized 
hands. The D-pad is a love-it/hate-it kind 
of thing—fans of the original Gravis 
Gamepad or Grlp will feel right at home, 
while those that prefer the Microsoft 
SideWinder Gamepad will be disappoint- 
ed by its click-y feel. 

Despite these little problems, this is a serious 
gamepad for the serious action gamer. We can 
only pray to God that a designer doesn’t decide 
to actually use all of the 17 devices hooked into 
this tiny little controller. 

And now for something completely differ- 
ent. The UR Gear is a curious beast. A pseudo- 
VR helmet designed by legendary Italian 
firm Pininfarina (stylists of numerous , 
to-die-for Ferrari's over the years), it’s . 
certainly a stylish looking piece of 
plastic. You 
wear it on 
your head, 
and ' | 
with i ' ae 


\ 


MadCatz Panther XL 


its included motion sensor, 
it turns head-motion into on-screen motion. 
Look right, rotate right on screen, yadda 
yadda yadda. It has speakers mounted in the 
ears, a microphone for voice-activated games, 
and an incredibly cheap four-button con- 
troller that looks a bit 
like a Star Trek 

phaser. 
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Video Computers S.p.A. UR Gear 


Clear documentation walks you through a 
somewhat complicated setup, as the device 
takes over a joystick and serial port. The 
motion-sensor sits on your monitor and con- 
nects to the head unit with a thick wire. The 
first problem is that the sensor, with its 
metal base, tends to shift easily on most 
plastic monitors. 

While the motion-tracking does indeed 
work, it’s hard to say who exactly the 
thing is designed for, aside from the obvi- 

ous benefactors, the disabled. It doesn’t fit 
on anyone's head here in the office, and 
when worn, it pretty much makes you look 
like a dork. (The manual contains the 
supremely surreal “Do not use for any other 
’ use—bicycle riding, violent games or 
| sports in general.” As if anyone would go 
outdoors with the thing on their 
head....) A bigger problem is that most 
games that would benefit the most—for 
example 3D action games—would cause 
whiplash, as they would require constant 
head-thrashing to keep up with the action. 

For $99, you'd be better off buying, well, just 
about anything else. It’s sure to find a home in 
the same place every other attempt at a VR hel- 
met ends up—as a prop in a Hollywood b- 
movie. —-Steve Bauman 
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Grue’s Lair 


Baffling bots and ludicrous locks 


n Starship Titanic, scheming your way 

into first-class appointments is not quite 

as impossible as the deskbot makes it out 
to be—it merely requires persistence. Once 
you have your third class room assignment, 
take the appropriate elevator from the top of 
the well to your floor. The rooms are stacked 
on top of each other, and you will need to 
use the mini elevators to reach any room 
with a number higher than six. Once you are 
in your room, you will need to use your PET 
to accomplish the following tasks in this 
order: deploy the personal maintenance hub, 
deploy the horizontal worksurface, deploy 
the horizontally mobile storage compart- 
ment, deploy the fully recumbent relaxation 
device, inflate the fully recumbent relaxation 
device, and operate the visual entertainment 
device. Then get on the bed and examine the 
visual entertainment device. After checking 
out channel three, leave your room and 
receive your free magazine from the Succ-U- 
Bus in the hallway. The deskbot will not be 
very happy about giving you an upgrade to 
second class, but she will not have much 
choice in the matter. 

You will need to get into her good graces 


in order to get a first class upgrade, and that 
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is easier done than said. 
The switches on the sculp- 
tures in the sculpture 
room adjust the bots’ atti- 
tudes. Go to the deskbot’s 
sculpture—it is the third 
to the right from where 
you enter the room—and 
fiddle with the two switch- 
es. Notice how 
the dials on the 
left-hand side of 
your PET change 
when you play 
with them? Once 
the top two dials 
are in the yellow, 
go back to the 
deskbot and 
simply ask for 

an upgrade. 


Still puzzled? 
In Black Dahlia, 
getting the 
Pensky files from 
Winslow is easier 
than it seems, especially 
with Winslow himself oth- 
erwise occupied in the 
next room. Carefully exam- 
ine the memorabilia in his 
office—it is a “safe” bet 
that you will find some 
useful information. Check 
behind the still life on the 
wall next to the door on 
your left to find the safe 
itself. Spin the dial to the 
right past the first number 
two times, stopping on the 
third. Then spin it left past 
the next number once and 
stop on it the second time 
around. Spin the dial to 
the right and stop on the 
final number, then give the 
handle a pull. 

Getting the proper seal 
for your Raven Room invitation is a matter of 
adjusting the colored rings on the handle of 
the seal. Turn the yellow ring to the right, 
turn the white ring to the right, turn the red 
ring to the right, turn the white ring to the 
right, turn the blue ring to the right, turn the 
white ring to the right, turn the green ring to 
the right, turn the red ring to the left, turn the 
white ring to the right, turn the blue ring to 
the left, turn the green ring to the left, turn 
the white ring to the left, and finally, turn the 
yellow ring to the left. Quite simple, really.... 

Opening the secret door in the valve 
room of the sewers under Kingsbury Run can 
be a frustrating ordeal—you need to get all 


A The origami- — 
impaired can 
open the back 

door in the Raven 
Room by pressing 
the panels in this 
sequence ~ 

<q Try “using” the 
seawateron 
Blood Island 

beach in Curse of 

Monkey Island a 

few dozen times 

to find a hidden 
screen 
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The bomb’s chattering is more useful than it first appears 


of the gauges to read “30” for the door to 
open. Spin the wheel on the far left clock- 
wise until the fourth gauge from the left 
reads 30. Then spin the third wheel from the 
left clockwise until the third gauge from the 
left reads 30. Spin the second wheel from 
the left clockwise until the first gauge on the 
left reads 40, then spin it counterclockwise 
just until the first gauge on the left reads 30. 
Advance the wheel exactly five increments 
(of the wheel—not the gauge) further coun- 
terclockwise, then turn it clockwise exactly 
five increments (the first and fifth gauges 
from the left should both read 30). Viola! 
—Benjamin E. Sones 
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Cheat Thrills 


Or why you need Balls of Steel 


Battlezone 
| hereby sentence you to death by nostalgia. May your dreams consist of Dig 
Dug 2000 (later to be renamed Adventures of a Vertically-Challenged 
Agrarian Person), Snapple Tapper and Veggie-Burger Time. Hold down 
<SHIFT> and <CONTROL> and type in the following codes. 


Uner Trees 


BZBODY 
BZFREE 
BZRADAR 
BZTNT 


Unlimited shields 

Unlimited resources and pilots 
Full map 

Unlimited ammo 


Balls of Steel 
Only a pinhead would cheat at pinball, but pressing <Print Screen> and typ- 
ing in these codes will let you rack up massive scores. Worked for me. 


COUCH POTATO 
FREAKSHOW 
NERF GUN 
POPCORN 
ROACH MOTEL 
T-MINUS 2 
T-MINUS 3 
T-MINUS 4 
T-MINUS 5 
T-MINUS 6 
T-MINUS 7 
T-MINUS 8 
WARP CORE 


Video modes ready. 
Extra ball lit. 

Super cannon ready 
Super pops lit. 
Crawler attack lit. 
Bug hunt ready 
Guard duty ready 
Xenophobia ready 
Meteo’ orm ready 
Rescue ady 
Showdown ready 
Final assault ready 
Powerball enabled 


F-15 
Pink Floyd fans rejoice, for your pig 
has come in 


Open the F15KEYS.INI file in your 


F15 directory with a text editor. 
Then pick a key and assign it to 
MEET_SMUT, for example, 

KEY _P=MEET_SMUT. This turns 
all F-15s into flying pigs with 
machine guns. 


Incubation 


This is the new chicken coop simulator from Maxis. Probably. Anyway, type 


these in the city map screen: 


IX1 
IX2 
IX3 
IX4 


All locations visible 

10 skill points for every marine 

500 equipment points for your squad 
Next mission 


Deer Hunter 
As if this game wasn't already exciting enough... type these in during game- 


play. Hoo, boy. 


DHBIGBUCK Bigger bucks 
DHSPORTAXi —_ Bigger deer 
DHMONSTERS Lures Big deer 
DHFASTGUN Faster reload 
Die by the Sword 


Forget role-playing... forget diplomacy... forget resource management... 
let's find the bastards and cut them up. Yeah, that’s how we used to do 
things in the old days. Hold down <F1> and type these while playing: 


MUKOR 
DEDLY 
GOLRG 
BTINY 
SILKY 
AGRAV 
LUNAR 
PEACE 


Invulnerability 

Very powerful weapon 
Make character big 
Make character small 
Freeze enemies 

Limb gravity 

Lunar gravity 

Kill enemies 


War Wind Il 


These cheats and a 40-gallon drum of Mountain Dew will get you through 
this game. Press <ENTER>, type in the code and press <ENTER> again: 


!THESUNALSORISES 
!GOLDENBOY 
lONAMISSIONFROMGAWD 
!IIAMTHEBISHOPOFBATTLE 
ITHEGREATPUMPKIN 


Reveals map 
5,000 resources and 1,000 butanium 
Fast build and resource gathering 
Wins mission 
Wins entire campaign 

—Geoff Stratton 
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nae 3 COMPUTER GAMES: SIMULATION 


TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 


10th Planet 09/98 $48.99  F/A 18 Korea 12/97 $36.99 Mig Alley 06/98 $46.99 — Silent Hunter 2 09/98 $46.95 
1943 Euro Air War 11/98 $45.99 1 Racing Sim 04/98 $46.99 Monster Truck Madnss 2 05/98 $46.99 Silent Hunter CE 10/97 $26.95 
688i Hunter Killer 06/97 $46.99 16 Fightng Falcon 09/97 $19.99 Monstr Trck Mdnss W95 10/96 $22.99 Skies 06/98 $48.9¢ 
A-10 Cuba W95 11/96 $19.99 FA18 Hornet 3 04/97 $26.99 Moto Racer GP 09/97 $40.99 Sint Hntr Ptrl 1-3 ea 10/96 $15.95 
AH-64D Longbow 2 12/97 $40.99 Falcon 3.0 12/91 $10.99 Motocross Madness 09/98 $44.99 Spearhead 09/98 $49.9¢ 
AH64 Flash Pnt Korea 11/96 $25.99 Msoft FS5 Bizjet Coll 09/96 $29.99 Spearhead Exp Pack 09/98 $29.95 
ATF 98 08/98 $46.99 Falcon 4.0: MiG 29 12/98 $30.99 Nascar Racing 2 12/96 $38.99 — Starship Troopers 12/98 $46.95 
Virgin Release Date: 9/98 PC CD ATF Gold 03/97 $12.99 Falcon Gold 07/94 $25.99 Nascar Racing2Mngr 05/98 $25.99  Starsiege 09/98 $48.9¢ 
STARWARS: FORCE COMMANDER (Strategy) — Absolute Zero 11/95 $19.99  Fghtng Flcn Bck Bgdd 07/97 $29.99  Nascr Reng 2 Grnd Natn! 11/97 $30.99 Strike Commander 01/94 $15.9¢ 
‘ y Aces: X-Fighters W95 10/98 $49.99 Fighter Duel 2 06/98 $48.99 Nascr Reng W Trck Pck 07/96 $19.99 TNN Motor SprtsHdcre 04/98 $38.9¢ 
Lucas Arts Release Date: 11/98 PC CD Across Desert 1941 11/98 $48.99 Fighter Legends 11/98 $48.99 Need Speed Gold 07/96 $24.99 TankCommanderNet 04/95 $19.9¢ 
DIABLO T (Rolepla in ) Across the Rhine 08/95 $16.99 — Flight Sim Toolkit 12/93 $16.99 Need for Speed 2 SE 11/97 $44.99 Tank! 09/98 $48.9¢ 
y g Air Cmbt Pacfic 1942 06/94 $19.99 — Flight Unlimited 2 12/97 $25.99 Newman Haas Racing 06/98 $40.99 Team Apache 07/98 $46.99 
Blizzard Release Date: 9/98 PC CD Air Warrior 2 02/97 $28.99 Flying Corps Gold 02/98 $33.99 Nuclear Strike 11/97 $29.99 Test Drive 4 12/97 $46.9¢ 
Air Warrior 3 12/97 $39.99 Outlaw Racers 06/98 $39.99 Test Drive: Off Road 03/97 $19.9¢ 
‘FALCON 4.0’ Pilot an F-16 in a Anarchy 05/98 $41.99 Flying Saucer 06/98 $46.99 Thunderstrike 04/96 $37.9¢ 
real-time war in this multiplayer Andretti Racing 12/97 $29.99 Flying Tigers 09/98 $48.99 Tie Fightr Coll 11/95 $19.99 
air combat simulation set in the Apache 08/95 $10.99  Formula1CE 05/98 $40.99 Panzer Elite 12/98 $48.99 Top Gun 2 Hornets Nest 09/98 $48.99 
Korean Peninsula. Superb 3-D Apache Havoc 09/98 $48.99 Front Line Fighters 08/98 $48.99 Phantom Ace 09/98 $48.99 Total Air War 07/98 $48.99 
photorealistic, Al, texture-mapped Archimedean Dynsty 11/96 $14.99 Grand Prix Legends 07/98 $44.99 Powerboat Racing 03/98 $39.99 Touring Car 03/98 $30.99 
graphics and detailed models of Armored Fist 2 10/97 $25.99 Great Naval Battles 4 11/95 $12.99 Privateer 03/95 $15.99 Trans-Am Racing 68-72 09/98 $36.99 
F-16 avionics, weapons and Army Air Corps 42 06/98 $48.99 Hardwar 04/98 $46.99 Privateer 2 SE 12/97 $39.99 Trophy Bass 2 10/96 $29.99 
threats. Play options include: Assignment Miami 03/91 $9.99 Heavy Gear 11/97 $44.99 Privateer 3 03/99 $52.99 Trophy Bass 2 Exp. Pk. 05/97 $19.99 
Dogfight, Instant Action, | Brnout Champ Dragrcng 04/98 $44.99 Hell Cats Over Pacif 06/98 $44.99 Recoil 11/98 $48.99 Ultimate Racing Pro 03/98 $42.99 
Campaign Mode, & Tactical CART Precision Racing 11/97 $40.99 Hind Helicopter 10/96 $25.99 Red Baron 2 12/97 $28.99 — UltraFighters 12/98 $44.99 
Engagement. Cart Racing 11/97 $26.99 |-War 05/98 $48.99 Red Line Racer 06/98 $42.99  Vangers 05/98 $46.99 
Castrol Honda Superbike 04/98 $43.99 Inferno 11/94 $29.99 Redline 07/98 $46.99 Virgin Rally Champ 06/97 $14.99 
Microprose (Simulation) Comanche 3 04/97 $18.99 Jet Fighter 3 11/96 $35.99 Renegade 09/96 $10.99 WC5Prophcy Miss Dsk 06/98 $19.99 
Release: 6/98 Comanche Gold 04/98 $45.99 Jet Fighter 3 Missn 05/97 $25.99 SODA Off-Road Racing 12/97 $25.99 Werewlf Vs Comanche 2 03/97 $30.99 
PC CD Condemned 05/98 $48.99 Jet Fighter Full Burn 06/98 $46.99 SU-27 Electrnc Bfield 10/98 $46.99 Wing Comm 5: Prophcy 12/97 $41.99 
Jet Fighter Platinum 11/97 $34.99 SU-27 Flanker 2 08/98 $43.99 Wing Commander 4 12/96 $26.99 
‘PANZER COMMANDER’ An CyberRace 11/93 $8.99 Joint Strike Fighter 12/97 $27.99 SU-27 Flanker Msn #1 07/97 $15.99 — Wings of Destiny 09/98 $49.99 
immersive 3D battle simulator in Cyberstrike 2 08/98 $39.99 M1 Tank Platoon 2 04/98 $32.99 SU-27 Finkr2 Add-On 09/98 $29.99 Wings of Glory 02/95 $12.99 
which the player is given the task Daytona USA Dix 11/97 $42.99 M1A2 Abrams 03/97 $12.99 SU-27 Squadrn Comm Ed 10/97 $25.99 World Circuit 12/92 $16.99 
of driving a WWIl-vintage Panzer Deep Six 05/98 $46.99 MS Combat Flight Sim 08/98 $48.99 SWIV 03/98 $36.99 World of Combat 11/96 $19.99 
or Allied tank ina variety of com- Deer Hunter 02/98 $18.99 MSFS 98 Air & Cockpit 04/98 $29.99 SabrAce 10/97 $42.99  X-Car Exprmnt! Ren 08/97 $41.99 
bat scenarios. Real-time 3D ren- Deer Hunter Ext Seasn 05/98 $16.99 MS Flight Sim 98 09/97 $52.99 Sail 2000 07/97 $33.99 X-Com Interceptor 06/98 $48.99 
dering, directional lighting, fog Destruction Derby 2 11/96 $19.99 MS Flight Sim Triple Pk 07/98 $17.99 Sail 95 04/95 $36.99 X-Wing Collector 11/94 $18.99 
effects, accurate tank physics, a EF 2000 V 2 07/97 $40.99 MW 2 Add-On 12/95 $12.99 Sailing Sim3 East Cst 06/93 $24.99 
variety of different terrains. EarthSiege 2 W95 03/96 $19.99 MW Mercenaries 09/96 $19.99 Sand Warriors 09/97 $24.99 X-Wng v Tie Cmp 1 12/97 $24.99 
Mindscape/SSI(Simulation) Extreme Assault 07/97 $29.99 MWMercenaries 3Dfx 07/97 $21.99 Screamer 2 03/97 $12.99 X-WngvTieFghter 05/97 $46.99 
Release: 5/98 F-15 03/98 $46.99 Man of War 10/97 $25.99 Screamer 3 09/98 $44.99  iA-10 Warthog 09/98 $43.99 
PC CD Price Before Rebate $48.99 F-16 Agressor 08/98 $48.99 aD TT — $39.99 Scrmn Demons Europe 11/98 $47.99 IF-22 Raptor 07/97 $26.99 
Rebate(in box) $20.00 F-22 ADF | 12/97 $44.99 Mech 2 Battlepack rest $24.99 Sea Wolf 06/94 $15.99 iF-22 v5.0 03/98 $35.99 
Price After Rebate F-22 Lightning 2 09/96 $18.99 MechWarrior 2 07/95 $19.99 Sega Rally Champ 02/97 $34.99 IF/A-18 CSF 05/98 $46.99 
F-22 Raptor 12/97 $28.99 MechWarrior 3 12/98 $52.99 Sierra Pro Pilot 12/97 $34.99  iPanzer 44 04/98 $35.99 
‘CONFIRMED KILL’ Choose from | COMPUTER GAMES: HARDWARE 
a wide range of historically-accu- Controllers Logitech ThunderPad 02/98 $20.99 Suncom F16 Talon Jstk 07/95 $42.99 Modems 
rate missions & hypothetical sce-| ACT EagleMax 04/98 $47.99 Ltech Cyberman 2 09/97 $99.99 Suncom FX 3000 Jstk 01/96 $19.99 BOCA 56K F-M Int 12/97 $109.99 


ACT Powerramp Cont 06/97 $36.99 Ltech WingMan Xtrm Dig 11/97 $54.99 Suncom G-Frce Pls Jstk 07/97 $35.99 Dmd SuprXp 56i SP V.90 04/98 $107.99 
ACT Racing System 05/98 $49.99 MS SdWndr FrStl Pro Pad 09/98 $89.99 Suncom SFS Throttle 04/98 $89.99 Dmd SupraXprs 56e V.90 04/98 $119.99 


narios. Parameters (such as:| 
flight, damage, & gunnery mod-} 


els, red outs/black outs, sun blind} ACT SkyFire Jystck 02/97 $28.99 MS Sidewinder FF Pro  09/97$148.99 Suncom SFX Plus Jstk 02/98 $44.99 Dmd SupraXprs 561 V.90 04/98 $89.99 
spots, mid-air collisions, ammu- fa CH F16 Combatstick 11/95 $60.99 MS Sidwinder Pro Pad 10/96 $32.99 Suncom Scepter LCD 03/98 $69.99 USR56kV.90D/FExt 03/98 $159.99 
nition loads, & fuel consumption) } TM Attack Throttle 02/98 $51.99 USR56kV.90 D/F Int 03/98 $139.99 
are adjustable for each scenario. CH Flight Stick 05/91 $19.99 Maxx Control Yoke 06/91 $23.99 TM Driving Control T2 10/95 $99.99 Sound Cards 
Intuitive interface & virtual cockpit CH Flight Stick Pro 09/93 $50.99  Quickshot 3D Striker 03/98 $44.99 TMElite Ruddr Pedals 03/98 $67.99 Diamd Mnstr 3D Wavetbl 03/98 $126.99 
maximize. situational awareness CH Force FX 12/96 $95.99  Quickshot Master Pilot 98 04/98 $53.99 TMF16 TQS 06/95 $114.99 Diamond Monster M80 03/98 $89.99 
during battle. CH Game Card 3 Auto 02/91 $26.99 Quickshot Mstr Pilt Val 03/98 $64.99 TM F22 Pro 10/96 $133.99 Sound Blaster 64 Gid 10/97 $189.99 
Eidos(Simulation) CH Gamestick 14 12/97 $60.99  Quickshot MstrPlt Prog 04/98 $25.99 TM Game Card 02/93 $32.99 Sound Blaster 64 Val 02/97 $99.99 
Release 9/98 CH Gamestick 4 12/97 $26.99 Saitek PC Dash 04/98 $49.99 TM Millnm 3D Incptr 01/98 $69.99 Video Cards 
PC CD CH Jane's Combt Stck 07/97 $69.99 Saitek X-35T System 04/98 $49.99 TMNascar RacngWh!l 11/97$119.99 ATI Xprt@Ply 8MB AGP2X 04/98 $249.99 
CH Joystick Switchbox 11/97 $24.99 TM Phazer Pad 12/96 $36.99  Crtve 3D Bistr 2 8MB 03/98 $219.99 
‘DUKE NUKEM FOREVER’ Duke gaggprrers reesei CH Pro Pedals 12/94 $80.99 Saitek X-36F Joystick 04/98 $69.99 TM Rage 3D Pad 02/98 $40.99 Crtve 3D Bistr212MB —_ 03/98 $275.99 
is back and badder than before in ' Z CH Pro Throttle 03/96 $84.99 Saitek X-36T System 11/98 $69.99 TM Top Gun Joystick 12/96 $32.99 
this retooled sequel. Dr. Proton CH Racng WhI W Pedal 10/97 $85.99 Saitek X7-38 Joystick 04/98 $34.99 TM Wiz Pinball Cntr 01/96 $19.99 
has taken over Area 51 & nuked CH Virtual Pilot Pro 12/94 $75.99 Saitek X8-30 Cont Sys 04/98 $39.99 TM X-Fighter Jystck 12/96 $46.99 Hercules 3D PCI 8MB 05/98 $239.99 
Las Vegas. Making use of the Cybrstff Cybrstk Pls 04/98 $69.99 Space Orb 360 10/96 $43.99 TMxXL Action Control 03/95 $24.99 Matrox MGA G200 06/98 $299.99 
Quake Il engine, the team at 3D Gravis PC Gamepd Pro 11/96 $26.99 Suncom F15 Hawk Jstk 07/95 $18.99 Tchmedia 3D ZoneMastr 02/98 $79.99 Orchd Rghts 3D 11 12MB 04/98 $289.99 
realms promises not to disappoint Joyswitch 09/94 $42.99 Suncom F15 Raptor Jsk 07/95 $32.99 X-Treme Command Pad 12/97 $39.99 Matrox MGA GT200 05/98 $299.99 
with new weapons, new villains, 5 
and full 3Dfx support. Multiplayer | nd * _COMPUTER GAMES: ACTION 
options & incredible lifelike envi- Amen: The Awakening 04/99 $48.99 OutWars 04/98 $48.99 SpecOps 04/98 $48.99 
ronments. Battlezone 03/98 $36.99 DukeNukm3D Atomic 01/97 $31.99 Outlaws 04/97 $28.99 Spy Fox 03/98 $33.99 
Beneath 10/98 $48.99 EXFOR Omega 11/98 $48.99 Postal 10/97 $42.99 Star Trek Klingon Acadmy 10/98 $48.99 
GT Interactive (Action) Blood 2 11/98 $48.99 Elysium 07/99 $48.99 Postal Level Editor 04/98 $48.99 Star Trk Frst Contct 12/98 $48.99 
Release: 12/98 Carmageddon Max Damg 02/98 $40.99 Excalibur 2555 11/97 $19.99 Prey 12/98 $50.99 Star Trk Generations 05/97 $15.99 
PC CD Carmageddon Splat Pak 12/97 $16.99 _ Flesh Feast 05/98 $44.99 Profiteer 04/98 $45.99 Tenchu 11/98 $48.99 
Claw 04/98 $19.99 Forsaken 04/98 $50.99 Quake 11/96 $25.99 Terra Victus 08/98 $48.99 
‘SIN’ As the leader of HARD- Critical Depth 01/98 $48.99  G-Police 11/97 $44.99 Quake 2 12/97 $44.99 Tomb Raider 2 11/97 $37.99 
CORPS sec-force. Armed with an Daikatana 09/98 $39.99 Gatherer 04/98 $42.99 Quake 2 Mission Pk 1 05/98 $29.99 Tomb Raider 3 11/98 $41.99 
array of weaponry and pitted Dark Forces 03/95 $15.99 Half Life 06/98 $48.99 Quake 3 04/99 $48.99 Tomb Raider Gold 03/98 $25.99 
against mean and ugly mutants, Dark Forces Jedi Mssn 02/98 $24.99 Heavy Gear 2 02/99 $48.99 Quake Mission Pak 1-2 ea 03/97 $15.99 Tomorrow Never Dies 12/98 $48.99 
you must infiltrate the drug circuit Heretic 2 12/98 $49.99 Redneck Rmp Rides Agn 05/98 $18.99 Total Ruin 2 05/96 $10.99 
and bring it’s master mind to jus- Hexen 2 09/97 $40.99 Requiem 09/98 $46.99  Trespassr Jrssic Park 06/98 $48.99 
tice. Driveable vehicles, seamless Dark Vengeance 05/98 $45.99 Hexen Portal Praevus 04/98 $25.99 Resident Evil 10/97 $40.99 Turok Dinosr Huntr 2 07/98 $46.99 
multi-player gameplay over LAN, Dead Reckoning 08/98 $44.99 Incoming 05/98 $40.99 Revanant 09/98 $48.99 
modem, or Internet. Quake 3D Dead Unity 04/98 $45.99 Interstate '77 09/98 $46.99 Riot 09/98 $45.99 Unreal Level Editor 07/98 $32.99 
Engine enhancements include fog Interstate '82 04/99 $48.99 Seed 10/98 $48.99 Urban Assault 06/98 $47.99 
& water effects, translucent mod- Descent 3 12/98 $48.99 Interstate 76 Arsenal 03/98 $38.99 Shadow Warrior 09/97 $42.99 Vigilance 07/98 $42.99 
els, and improved physics. MIA 07/98 $29.99 Shadows of the Empire 09/97 $51.99 Virus 12/97 $12.99 
Activision (Action) Die By the Sword 03/98 $44.99 Messiah 09/98 $48.99 Weekend Warrior 06/98 $44.99 
Release: 5/98 Doom 2 06/96 $18.99 NetWar 01/98 $29.99 Sin Level Master 06/98 $24.99 Wolfenstein 3D 03/98 $17.99 
PC CD Dreams to Reality 05/98 $40.99 Omikron 11/98 $41.99 Space Marine Ambush 09/98 $46.99 Wrath 12/98 $48.99 
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COMPUTER GAMES: STRATEGY 


TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
10 Six 09/98 $35.99 Creatures 06/97 $34.99 KKND Extreme 10/97 $19.99 SimTower 05/95 $19.99 
1830 RR/Rbbr Baron 04/95 $19.99 Creatures 2 11/98 $39.99 KKND Krossfire 08/98 $46.99 SimTunes 12/96 $28.99 
AD&D Birthright 07/97 $27.99 Creatures Life Kit 1 01/98 $22.99 LEDWars 10/98 $42.99 Small Soldiers 06/98 $28.99 
Adhara 3 04/98 $45.99 Dark Colony 08/97 $43.99 Lemmings Paintball 03/98 $29.99 
Admiral Sea Battles W95 11/96 $22.99 Dark Omen 03/98 $39.99 Liberation Day 03/98 $35.99 Speed Tribes 04/98 $48.99 
Admral Ancient Ships 06/98 $46.99 Dark Reign Futre War 09/97 $40.99 Lords Realm 2 11/96 $34.99 Star Control 3 09/96 $15.99 
Advancd Civilization 11/95 $35.99 Dark Reign MP 1 04/98 $26.99 Lords Realm2ExpPk 06/97 $28.99 Star Control 4 10/98 $48.99 
Age Empires Fin! Congst 05/98 $18.99 Dawn of War 10/98 $40.99 Lords of Magic 12/97 $39.99 Star General 12/96 $14.99 
Age of Empires 10/97 $41.99 Deadlock 09/96 $15.99 MGathrng Battlemage 01/97 $20.99 Star Nations 06/98 $46.99 
Age of Empires 2 12/98 $48.99 Deadlock 2 03/98 $43.99 MAX 12/96 $19.99 Star Trek Starfleet Cmmnd12/98 $48.99 
Age of Wonders 06/98 $47.99 Dominant Species 11/98 $48.99 MAX2 06/98 $44.99 Starcraft 04/98 $39.99 

MTG Duels Planeswalker 02/98 $26.99 tarcraft Expansion 06/98 $30.99 
Ancient Empires 03/96 $15.99 Duel: Mage Wars 09/98 $48.99 Magic Spells of Anct 10/97 $28.99 Stars 02/97 $38.99 
Armored Moon 02/98 $39.99 Dune 2 11/97 $14.99  Magic:the Gathering 03/97 $16.99 Stars Twinpack 05/98 $27.99 
Army Men 04/98 $35.99 Malkari 11/98 $44.99 Stellar Frontier 06/98 $44.99 
Axis & Allies 09/98 $43.99 Dungeon Keeper 07/97 $39.99 Mass Destruction 03/98 $38.99 Stratosphere 08/98 $46.99 
Battle of Britain 1940 10/98 $44.99 Dungeon Keeper Gold 04/98 $39.99 Master of Mag 12/94 $19.99 Submarine Titans 05/98 $44.99 
Battlecruiser 3000 10/96 $9.99 Dungn Kpr Deepr Dngns 12/97 $19.99 Master of Orion 11/94 $19.99 Syndicate Wars 10/96 $45.99 
Battles of Destiny 11/92 $12.99 Earth 2140 11/97 $20.99 Master of Orion 2 11/96 $25.99 Theocracy 12/98 $42.99 
Battlewagons 09/98 $44.99 Emperor of Fadng Suns 01/97 $19.99 Mechcommander 07/98 $52.99 Total Annihilation 10/97 $19.99 
Blackstone Chroncles 11/98 $44.99 Enemy Nations 04/97 $29.99 Mission Nexus Prime 04/98 $48.99 Total Annihilation 2 12/98 $48.99 
Blood & Magic 11/96 $19.99 Entrepreneur 10/97 $38.99 Missn Fre:Cybrstrm 2 05/98 $46.99 Total Annihiltn Mssn Pck 07/98 $16.99 
bac 09/95 $19.99 Evolution 01/98 $33.99 Total Annitn Cr Ctgcy 04/98 $22.99 
Extreme Tactics 05/98 $49.99 Netstorm 11/97 $19.99 Total Ma.yhem 05/96 $9.99 
C & C Covrt Oprtions 03/96 $18.99 Outpost 2 09/97 $24.99 Transport Tycoon 12/94 $24.99 
C & C Gold W95 02/97 $18.99 Force Commander 11/98 $49.99 Pax Imperia 2 W95 11/97 $29.99 Transport Tycoon Dix 09/95 $25.99 
C & C RA Aftermath 10/97 $19.99 Fragile Allegiance 03/97 $46.99 Perfect General 09/91 $12.99 Tribal Rage 05/98 $39.99 
C & C RA Cnter Strke 04/97 $12.99 Freedom in Galaxy 11/98 $42.99 Plague 09/98 $42.99 Unnatural Selection 11/93 $19.99 
C & C Red Alert 11/96 $25.99 Galactic Mirage 07/98 $44.99 Politika 11/97 $19.99 Uprising 10/97 $19.99 
C & C Sole Survivor 12/97 $25.99 Global Domination 11/98 $48.99  Populous 3 10/98 $45.99 WHammer Shad Hrn Rat 01/96 $19.99 
Caesar 2 09/95 $19.99  Grandest Fleet 06/94 $9.99 Ragged Earth 05/98 $34.99 Wages of War 11/96 $19.99 
Caesar 3 12/98 $48.99 Railroad Tycoon 2 12/98 $48.99 War of the Worlds 09/98 $44.99 
Capitalism Plus 05/97 $35.99 Heist 05/98 $44.99 Rainbow Six 09/98 $45.99 WarBreeds 03/98 $19.99 
Captives 06/98 $40.99 Heroes M&M 2 11/96 $26.99 Reach for Stars2W95 04/99 $48.99 Warcraft 2 12/95 $25.99 
Cave Wars 11/96 $24.99 Heroes M&M2Exp Pk 05/97 $19.99 Rebellion 03/98 $49.99 Warcraft Orc/Humns 11/94 $29.99 
Civ 2 Fantasy Worlds 11/97 $25.99 Heroes M&M W95 02/96 $19.99 Revolution 09/98 $44.99 
Civ 2 Platinum 06/98 $46.99 HeroesofM&M3 11/98 $44.99 Risk 11/96 $29.99 Warhmmr 40k Chs Gate 07/98 $44.99 
Civilization 12/95 $19.99 Hidden Wars 05/98 $48.99 Ruthless.com 08/98 $48.99 Warlords 02/91 $9.99 
Civilization 2 03/96 $29.99 History of World 05/97 $39.99 SWAT 2 5/98 $48.99 Warlords 2 Dix 09/95 $41.99 
Civilization 2 Scen 11/96 $23.99 Hollywood Mogul 12/97 $39.99 Sabre Team 11/94 $12.99 Warlords 3 08/97 $35.99 
Colonization 11/94 $22.99 Imperialism 08/97 $29.99 Sentient 05/97 $39.99 Wartorn 05/98 $45.99 
Colonization W95 02/96 $48.99 Imperium Galactica 06/97 $32.99 Sentinel Returns 05/98 $45.99 Warwind 2 11/97 $34.99 
Command HQ 02/91 $18.99 Incbtion: Retrn Scayra 04/98 $18.99 Settlers 2 Gold 04/97 $19.99 Warwind W95 10/96 $15.99 
Commandos 06/98 $35.99 Incubation 10/97 $39.99 Settlers 3 09/98 $44.99 Wisdom of the Kings 05/98 $46.99 
cong New World Dix 11/96 $24.99  Incubation:Wilderness 09/98 $19.99 Seven Kingdoms 12/97 $35.99 Wooden Ship Iron Mn 10/96 $39.99 
Conquer 06/93 $9.99 Industry Giant 04/98 $35.99 Seven Kingdoms Plus 05/98 $35.99 Worms 2 01/98 $24.99 
Conquered King SD1 06/93 $9.99 Jaggd Allnc DdlyGame 09/96 $19.99 Siege 08/98 $35.99 X-Com Apocalypse 08/97 $26.99 
conquered Kingdoms 11/92 $19.99 Jagged Alliance 03/95 $12.99 SimCity 2000 SpecEd 04/97 $18.99 X-Com Terr frm Deep 03/95 $16.99 
conquest Earth 09/97 $28.99 Jagged Alliance 2 10/98 $44.99 X-Fire 06/98 $45.99 
onstructor 10/97 $34.99 Jutland _ 05/93 $19.99  SimSafari 03/98 $26.99 2 7 09/97 $14.99 
COMPUTER GAMES: ROLE PLAYING | 
incient Evil 06/98 $46.99 Dungeon Master 2 07/95 $15.99 Hexplore 07/98 $45.99 — Star Trail 11/94 $29.99 
rena Deluxe 10/95 $47.99 Elder Scrolls 2 09/96 $39.99 Knights Xentr PG13 12/94 $34.99 Stonekeep 11/95 $25.99 
Eldr Scrils Mrrowind 07/98 $54.99 Lands Lore Grdns Dst 10/97 $28.99 Swords & Sorcery 09/98 $48.99 
attlespire 12/97 $39.99 Elric 06/98 $45.99 Lands of Lore 3 12/98 $48.99 Swords of Heroes 10/98 $46.99 
etrayal in Antara 07/97 $35.99 EverQuest 09/98 $44.99  Legcy Kain Bld Omn 09/97 $19.99 Thief: The Dark Prict 09/98 $48.99 
juccaneer 10/97 $34.99 FR Descent Undermtn 01/98 $42.99 Ultima 7 Series 03/94 $15.99 
eltica 09/98 $44.99 Fallout 10/97 $37.99 Ultima 8 Pagan 03/94 $15.99 
lark Sun Online 10/96 $15.99 Fallout 2 11/98 $48.99 Mortalus 05/98 $44.99 Ultima 9 Ascension 12/98 $52.99 
iablo 01/97 $32.99 Realms of the Haunting 03/97 $19.99 Ultima Online 09/97 $49.99 
iablo 2 09/98 $49.99 Good & Evil 06/99 $48.99 Septerra Core 08/98 $48.99 Wizardry 8 10/98 $50.99 
iablo Hellfire 12/97 $22.99  Gothica 09/98 $48.99 Shadows of Death )3/98 $43.99 Wizardry Gold W95_——_—05/96_ $19.99 
ROLE PLAYING GAMES | 
D&D 2nd Edition Rules AD&D Dark Sun AD&D Planescape Albedo 04/98 $18.99 

IM Guide 02/95 $20.99 City by Silt Sea 02/95 $20.99 Campaign Setting 02/95 $25.99  AlternityPlayer's Handbook04/98 $24.99 
fonstrous Manual 02/95 $20.99  Citystate of Tyr 02/95 $10.99 Deva Spark 02/95 $9.99 Ars Magica 4th Ed 08/95 $26.99 
layers Handbook 02/95 $26.99 Dune Trader 04/95 $10.99 Faces of Evil 08/97 $16.99 Call of Cthulhu 02/95 $18.99 
D&D Accessories Psionic Artifacts 09/96 $17.99  Factol's Manifesto 09/95 $17.99 Conspiracy X 09/96 $21.99 
‘astle Sites 01/96 $11.99 Road to Urik 04/95 $12.99 _ Fires of Dis 04/95 $11.99 Cyberpunk 2020 05/95 $17.99 
Oomplete Wizard 05/95 $15.99  Thri-kreen of Athas 10/96 $13.99 Guide Astral Plane 10/96 $13.99 Deadlands Rulebook 10/97 $27.99 
/M Screen & Index 11/95 $9.99 Valley Dust & Fire 09/95 $10.99 On Hallowed Ground 09/96 $21.99 DeadlandsGreat Rail Wars 10/97 $38.99 
ncyclopedia Magica 1-4ea04/95 $20.99  Windridrs of Jagged Clifs 01/96 $13.99 Planes Chaos Box 04/95 $25.99 Dragonlance 5th Age 09/96 $21.99 
fonst Comp Annual 4 01/98 $17.99 AD&D Forgotten Realms Planes of Conflict 03/96 $25.99 Earthdawn 06/95 $18.99 
Vizard Spell Comp1-3 ea 10/96 $21.99 City of Splendors 04/95 $20.99  Planewalker's Handbook 09/96 $17.99 Fading Suns 02/97 $22.99 
D&D Adventures Cormanthyr: Empr of Elves03/98 $21.99 Something Wild 03/96 $11.99 GURPS Rulebook 02/95 $20.99 
leric Challng 2 01/96 $6.99 Forgotten Realms Cmpgn 07/95 $25.99 Uncaged: Faces of Sigil 08/96 $17.99 Heavy Gear 08/95 $25.99 
ragon Mntn Dix Adv 01/96 $25.99 Hellgate Keep 01/98 $8.99 Well of Worlds 02/95 $13.99 Hercules & Xena 04/98 $26.99 
ye of Pain 07/96 $6.99 Marco Volo Journey 09/95 $6.99 AD&D Ravenloft Indiana Jones 02/95 $24.99 
ighters Chal 2 04/95 $6.99 Menzoberranzan 04/95 $25.99 Castle Forlorn 09/95 $17.99 Jovian Chronicles 04/98 $24.99 
abyrinth Madness 10/95 $9.99 Night Belo Undrdrk Cmpgn12/95 $25.99 Childrn of Night: Vampre 11/96 $13.99 MERP 2 Softcover 10/95 $17.99 
Vizard Challng 2 09/95 $6.99 Ruins Undermntn 2 06/95 $21.99  Cirlce of Darkness 02/96 $8.99 Macross 2 04/95 $11.99 
D&D Al-Qadim Villains’ Lorebook 08/97 $21.99 Dark of Moon 04/95 $8.99 Mage 2nd Ed. 02/95 $21.99 
aravans 10/95 $15.99 Warrior & Priest of Realm 03/96 $18.99 Death Ascendant 08/96 $11.99 Mechwarrior 07/95 $13.99 
ity of Delights 09/95 $18.99 AD&D Lankhmar Domains of Dread 07/97 $25.99 Rifts 06/95 $21.99 

orsairs of Great Sea 09/95 $15.99 Lankhmar, City of Adv. 09/96 $10.99 Forbidden Lore 09/95 $17.99 Robotech 04/95 $11.99 

ha'irs Handbook 04/95 $15.99 Prince of Lankhmar 09/95 $8.99 Forged of Darkness 03/96 $11.99 Shadowrun 2nd Ed. 12/94 $20.99 

D&D Birthright Tales of Lankhmar 08/96 $8.99 Gothic Earth Gazetteer 12/95 $10.99 Star Fire 3rd Edition 05/98 $17.99 

lood Enemies 09/95 $15.99 Wonders of Lankhmar 09/96 $8.99 Light in Belfry 02/96 $12.99 StarWars Revised 01/97 $25.99 

ook of Magecraft 03/96 $17.99 AD&D Monstrous Comp Neither Man nor Beast 01/96 $9.99 Traveller 09/96 $24.99 
ities of Sun 12/95 $15.99 | Mystara Monst Comp 04/95 $15.99 Servants of Darkness 05/97 $11.99 Vampire 2nd Ed. 02/95 $24.99 
word & Crown 09/95 $9.99 Planescape Monst Comp 02/95 $15.99 Van R's Gde to Ancnt Dead04/95 $12.99 Warhammer Fantasy 06/95 $24.99 

Varlock Stonecrowns 01/96 $9.99 Ravenloft Comp 1&2 06/96 $17.99 Web of Illusion 09/96 $8.99 Werewolf 02/95 $24.99 


01998 CHIPS & BITS, INC 


SPlus 
orius 


798P92 


‘SAITEK X36 CONTROL SYSTEM’ includes | Saitek (Hardware) 
the fully programmable X36F Control Stick & |Release Date: 5/98 
X35T Throttle & Rudder Control. PC 


X35T:2xFireButtons,4WayHat 
Switch,RudderControl,2xRotary 
| Controls, MouseController/8Way 
Hat Switch. 

————— 


X36F:5xFireButtons,2x8Way 
| HatSwitches,X&YTrimContr| 
lols, ‘Pinkie’Shift Function) 
| jwith LED. | 


‘DUNE 2000’ This multiplayer 
update of Dune II has translucent 
shroud effects and smoke trails, 
real-time lighting, and particle- 
effect explosions. Play one-on- 
One on the internet or with 8 ona 
LAN. All 27 missions have been 
updated and feature new FMV 
mission briefings and cutscenes 
with 6 different actors. Repair or 
sell structures & create teams to 
carry Out orders. 
Virgin (Strategy) 
Release 6/98 
PC CD 


‘MYTH’ A tactical, 25 level game of 
fantasy warfare, with unprece- 
dented realism and _ detail. 
=) Seasons change during the game, 
§ affecting tactical decisions. Real 
3D terrain, dynamic lighting, and 
tricky Al. One-on-one or team 
internet games include a wide 
fae Variety of scenarios. Cooperative 
| option allows multiple players to 
play through the 25 maps of the 
single-player game. 
Bungie (Strategy) 
Release: NOW 
PC CD 


‘SIMCITY 3000’ Immerse yourself 
in a total 3D environment with 
hundreds of new buildings to 
choose from, full navigational 
control, and sophisticated 
microsimulators allowing for 
detailed control over business and 
other facilities. Manage police, 
transportation, even the sports 
Stadium. Includes starter tem- 
plates and topographies modeled 
on actual city sites. 
Maxis (Strategy) 
Release: 9/98 
PC CD 


ch 


es 


€ 
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‘HERETIC Il’ This third-person 
™ action/adventure game based on 
4 the Quake II engine sets players 
on a quest through vast city & 
outdoor settings as they search 
for a cure to a deadly plague. 
Richly detailed environments, 
stunning special effects, & chal- 
lenging level designs. Features a 
variety of offensive & defensive 
spells to fight a multitude of 
plague-ridden enemies. 
Activision (Action) 
Release: 12/98 
PC CD 


‘DESCENT FREESPACE’ Battle 
and command up to 12 units in 
dogfights with high resolution 
space craft. Choose your fate in 
branching missions with multiple 
solutions. Multiplayer capable and 
360 degrees of freedom with no 
walls or corridors. Experiment 
with an array of ships & weapons 
at your disposal. Team up with or 
fight your friends in multiplayer 
action over a network. 
Interplay (Action) 
Release: 5/98 
PC CD 


‘FINAL FANTASY VII’ An innovative role-playing game featuring seam- 
less 3D gameplay and animation. Rather than learning spells, characters 
find & buy gems which are mounted on weapons or armor, giving spell- 
like power. Hundreds of pre-rendered, computer-generated backgrounds 
and real-time battles, map screens, and complex engrossing storyline. 


Eidos (Roleplaying) 
Release 6/98 
PC CD 


‘DEATHTRAP DUNGEON’ This 
ultimate dungeon thriller is based 
on the fantasy gamebook series 
and offers 10 tortuous levels of 
combat. Armed with swords, mis- 
Siles, muskets, magic spells and 
more, you can fight solo or multi- 
player combat in an eerie dungeon 
atmosphere. 


Eidos (Action) 
Release: 5/98 
PC CD 


‘ALPHA CENTAURI’ From the 
developer of Civilization & 
Gettysburg. A mother  ship’s 
human cargo fleeing earth in the 
22nd century splits into 7 factions 
in route to the self-titled destina- 
tion. Colonists can terraform land, 
changing topography to suit 
needs. Determine your infant civi- 
lizations modus operendi. Design 
your own military units. 


Electronic Arts(Strategy) 
Release: 8/98 
PC CD 


‘EXTREME WARFARE’ combines 
intense, on-the-battlefield action 
with prebattle planning. Play with 
up to 32 players (16 per side) on 
24 landscapes over the Internet. 


Al, 25 upgradable weapons, & 10 fi 


combat machines (tank, jeep, 
attack helicopter, transport, & 
trooper). Play as one of two races, 


Human or Sway, fighting for your 
very existence on Mars, in 1st or [ji 


multiple 3rd person views. 
Broderbund (Strategy) 
Release 8/98 

PC CD 


‘WAR GAMES’ For the 1st time in 
a PC strategy game, the True 3-D 
engine eliminates “tiles” and 
allows the entire playfield to 
rotate. Real-time effects & military 
intelligence. Thirty campaigns in 
alpine, jungle, desert, lowlands, 
pacific ocean, and urban environ- 
ments. Every unit, building, and 
environment is created in com- 


plete 3-D, creating battles so real- [ 


istic, you'll Swear you are there! 
MGM (Strategy) 

Release: 5/98 

PC CD 


‘SOLDIERS AT WAR’ Turn-based 
combat with over 40 unique 
actions for each soldier. Fifteen 
scenarios including: D-Day, Monte 
Cassino, commando raids, Anzio, 
Dresden, & more. Four player mul- 
tiplayer via network, Internet, or 
modem. Flexible mission editor for 
single or multiplayer mode. Create 
your squad from 60 different sol- 
diers, and arm them with bazooks, 
panzerfausts, machine guns, etc. 
Mindscape/SSI (Strategy) 
Release: 5/98 

PC CD 
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TITLE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRI 
7th Guest 211th Hour 11/95 $14.99 Discworld 2 12/96 $44.99 Neverhood 11/96 $22.99 Shadow of the Comet 08/94 $9. 
7th Guest W95 10/97 $23.99 Drowned God 11/96 $12.99 Nomad 04/94 $16.99 Siege of Stormhaven 10/98 $48.‘ 
Abyss: Incidnt Europa 08/98 $43.99 Entombed 01/95 $15.99 Obsidian W95 12/96 $35.99 — Silverload 07/96 $28.' 
Adrenix Crisis 04/98 $45.99  Extracters 04/95 $29.99 Of Light & Darkness 04/98 $45.99 Simon the Sorceror 12/93 $16. 
Albion 08/96 $19.99 Fable 03/97 $19.99 Outcast 11/98 $48.99 Soul Trap 02/97 $29. 
Alien Earth 04/98 $42.99 Full Throttle 05/95 $19.99 Overseer 03/98 $38.99 Space Bar 07/97 $22.! 
Alien Intelligence 08/98 $45.99 Gabriel Knight 2 12/95 $29.99 Pandora Directive 08/96 $29.99  Spycraft 03/96 $19.! 
Alone in Dark Trilogy 04/97 $25.99 Gabriel Knight 3 09/98 $48.99 Patriot Games 08/98 $48.99 Star Trek Birth Fed 12/98 $52. 
Alone in the Dark 3 04/95 $19.99 Galapagos 10/97 $19.99 Phantasmagoria 2 11/96 $54.99 Star Trek SFA Mssn 04/98 $19.! 
Amber:Journeys Beyond 02/97 $29.99 Gateway 2 Homeworld 08/93 $19.99 Pharaoh's Ascent 02/98 $19.99 Star Trk Jdg Rt Coll 11/95 $19.5 
Armed and Delirious 11/97 $19.99 Pirates! Gold 02/95 $19.99 Star Trk Judge Rites 12/93 $14. 
Atlantis 09/97 $32.99 Gruesome Castle 10/98 $48.99 Prince of Persia 3D 05/99 $48.99 Star Trk Str Fit Acad 09/97 $38. 
Azraels Tear 10/96 $12.99 Gundam 12/97 $29.99 Prophecy 03/93 $16.99 Starship Titanic 04/98 $48.5 
Badlands 10/98 $48.99 Hades Challenge 04/98 $35.99 Qin Tomb Mid King 07/96 $28.99 
Beyond Time 09/98 $44.99 Heart of Darkness 08/98 $42.99 Quest for Glory 5 06/98 $48.99 Temujin 10/97 $25.! 
Black Dahlia 02/98 $39.99 Heroic Lgnd Herc & Xena 01/97 $25.99 Rama 10/96 $26.99 TimeLapse Anc Civil 10/96 $32.‘ 
Blade Runner 11/97 $39.99 Homeworld 08/98 $48.99 Red Jack 08/98 $44.99 _ Titanic Jrny Out Time 11/96 $29.! 
Broken Sword 10/97 $42.99 D4: Independence Day 03/97 $38.99 Redguard 09/98 $52.99 Tme Wrp Dr Brain 11/96 $33. 
Byzantine 10/97 $16.99 Journeyman Projct 3 02/98 $39.99 Reloaded 05/97 $24.99 Tone Rebellion 11/97 $25.‘ 
Cals Ctime Saloon 04/97 $25.99 Journeyman Project 2 07/95 $14.99 Respect Inc 05/98 $45.99 Toonstruck 10/96 $19. 
Chronomaster 02/96 $24.99 KQ7:Princeless Bride 11/94 $19.99 Return ofthe Phantom 07/93 $12.99 Twinsen's Odyssey 07/97 $39.5 
Clandestiny W95 10/96 $30.99 KQ8:Mask of Eternity 12/98 $48.99 Return to Krondor 12/98 $45.99 — Ubik 05/98 $42: 
Companions of Xanth 05/94 $12.99 Last Express 04/97 $19.99 Rex Nebular 06/92 $9.99 Under Killing Moon 11/94 $12.5 
Crime Killer 06/98 $40.99 Leisure Suit Larry 7 11/96 $48.99 Riana Rouge 01/98 $29.99  Versaille 06/97 $39.! 

Lighthouse 09/96 $29.99 Riddle Master Lu 10/95 $14.99 Virtuoso 03/95 $34.! 
Cyberia 2 09/97 $12.99 Lion 12/95 $19.99 SCARAB 03/97 $38.99 Warcraft Lord of Clns 06/98 $46: 
Cyberia 12/94 $29.99 Lost Vikings 2 05/97 $28.99 SPQR 12/96 $46.99 Wolf Hunt Be Hunted 09/94 $12.! 
Cydonia 06/98 $45.99  Microshaft Winblows 98 01/98 $19.99 SQ6 Spinal Frontier 07/95 $19.99 Worlds of Billy 03/98 $19.‘ 
Dark Earth 10/97 $17.99 Morpheus 09/98 $44.99 STG Klingon Honor Guard 12/98 $48.99 X-Files Adventure Game 06/98 $48.5 
Dark Half 04/98 $44.99 Myst 03/94 $19.99 Sacred Mirror of Kofun 11/96 $29.99 Yoda Stories 04/97 $19. 
Demon Isle 01/99 $48.99 Sanitarium 04/98 $37.99 Zork: Grnd Inquisitor 10/97 $39.5 
Dig 11/95 $19.99 Nerves of Steel 05/95 $16.99 Secret of Monkey Isle 09/92 $19.99  Zork:Nemesis 04/96 $29.' 
COMPUTER GAMES: SPORTS 
3D Ultra Mini Golf 04/97 $29.99 Fishing Fever Dix 04/98 $15.99 Links LS Oakind Hls 04/97 $17.99 Remngtn Upind Brd Hntr 08/98 $17. 
ABC Mndy Nght Fbll98 02/98 $33.99 Frank Thos Baseball 06/96 $29.99 Links LS Pelican Hill 07/97 $17.99 Salt Water Fly Fishing 04/98 $15.‘ 
AMF Pro Bowl 3D 03/98 $19.99 Game, Net & Match 05/98 $39.99 Links LS Valderrama 09/97 $17.99 Sensible Soccer 2000 05/98 $28.‘ 
All Star Baseball 99 04/98 $44.99 Golf Pro: W/ Gary Player 04/98 $42.99 Links LS Valhalla 04/97 $17.99 Sporting Clays 04/98 $18.5 

Golf:Elite Collection 03/98 $19.99 MS Baseball 3D 05/98 $45.99 Ten Pin Alley W95 04/97 $25.¢ 
Bass Mstrs Clssic Pro 06/98 $42.99 Grand Slam '97 06/97 $34.99 Tiger 99 06/98 $44.5 
Bass Pro Fishing 06/98 $18.99 Grant Hill Fant Bskbl 03/98 $19.99 Madden FB 98 10/97 $45.99 Tiger 99 TPC Courses 06/98 $18. 
Big Game Hunter 03/98 $19.99 Hard Ball 5 Enhanced 07/97 $19.99  Mastrerft Extrm Watr Spts 08/98 $17.99 Tiger 99 Tournament Crs 06/98 $18.5 
Big Game Hunter Add-On 07/98 $15.99 Hardball 6 04/98 $45.99 NBA Live 98 10/97 $39.99 Triple Play 97 08/96 $15.! 
British Open Golf 05/97 $12.99 High Heat Baseball 04/98 $35.99 NCAA Football 98 10/97 $29.99 Triple Play 98 07/97 $45.! 
Browning's Duck Hunter 05/98 $15.99 Jack Nicklaus 4 Clsc 03/98 $15.99 NFL Gameday 99 08/98 $39.99 Triple Play 99 03/98 $45. 
Brunswicks Bowling 04/98 $39.99 Jack Nicklaus Golf 4 03/97 $46.99 NHL Breakaway 98 03/98 $42.99 Trophy Bass Deluxe 03/98 $47.! 
Duck Hunter Pro 08/98 $17.99 Jack Nicklaus Golf 5 12/97 $35.99 NHL Hockey 98 09/97 $45.99 VR Baseball 98 04/98 $40.6 
Extreme Fishing 06/98 $17.99 Jmmy Hstns Bss Trn USA 04/98 $19.99 NHL Power Play 98 10/97 $34.99 VR Baseball 99 04/99 $44.¢ 
FIFA Road Wrld Cup 98 + 12/97 $41.99 Legends of FB 98 08/97 $39.99 NHL Powerplay 99 09/98 $44.99 Wild Turkey Hunt 04/98 $15. 
FPS Baseball 98 06/97 $28.99 Linkls Course Libr 4-5 ea 12/97 $19.99 PBA Bowling 2 10/98 $35.99 
FPS Football 98 11/97 $29.99 PGA Tour Class Crs 1 09/97 $19.99 World League Soccer 98 04/98 $44. 
FPS Skiing 01/98 $47.99 Links LS Cng Ctry Clb 08/97 $17.99 PGA Tour Pro Labtop 01/98 $20.99 Worldwide Soccer 98 09/97 $39.5 
FPS Trophy Bass Rvrs_ ==11/97 $36.99 Links LS Davis Love 06/97 $17.99 PGA Tour Pro 07/97 $50.99  Zebco Pro Fishing 3D 05/98 $19.‘ 
| COMPUTER GAMES: HINT BOOKS 
688i HK Attack Sub 07/97 $16.99 Extreme Warfare 08/98 $18.99 MF Cyberstorm 2 04/98 $18.99 Sin 05/98 $14. 
7th Guest 211th Hour = =11/95 $16.99  F-15 04/98 $16.99 MS Flight Sim 98 11/97 $18.99 Starcraft 04/98 $16.¢ 
AH-64D Longbow 2 11/97 $16.99 Master of Orion 2 11/96 $16.99  Starsiege 09/98 $18.¢ 
Age of Empires 01/98 $15.99 — Fighters Anthology 12/97 $19.99 Mech2 Mercenaries 10/96 $16.99 Steel Panthers 3 12/97 $16.9 
Agents of Justice 03/98 $16.99 — Flying Nightmares 2 06/98 $16.99 |MechCommander 07/98 $16.99  Temujin 10/97 $16.9 
Air Warrior 2 03/97 $16.99 Gabriel Knight 3 09/98 $18.99 MechWarrior 2 09/95 $16.99 Tomb Raider Anthology 04/98 $16.¢ 
Alone in the Dark 3 04/95 $10.99 Grand Prix Legends 06/98 $16.99 |Mechcommander 07/98 $16.99 Total Annihilation 03/98 $18.¢ 
Alpha Centauri 08/98 $16.99 Half Life 06/98 $16.99 Mechwarrior 3 09/98 $16.99 Ultima 8 Pentology 06/94 $14.¢ 
Black Dahlia 03/98 $16.99 Heavy Gear 01/98 $15.99 Ultima 9:Ascension 12/98 $16. 
Blade Runner 01/98 $16.99 Heroes M&M 2 12/96 $14.99 Myst 2: Riven 12/97 $16.99 Ultima Collection 02/98 $16.¢ 
Caesar 3 08/98 $18.99 Heroes M&M 3 07/98 $18.99 Myth 01/98 $16.99 Ultima Online 10/97 $16.9 
Civilization 2 03/96 $16.99 Hexen 2 10/97 $16.99 Overseer 03/98 $16.99 
Curse of Monkey Isle 01/98 $16.99 Homeworld 08/98 $18.99 Panzer General 2 11/97 $17.99 Warcraft 2 03/96 $16.9 
Daikatana 08/98 $15.99 Imperialism 09/97 $16.99  Populous 3 08/98 $16.99 Warcraft Adventures 06/98 $18.9 
Dark Forces 2 12/97 $16.99 Jet Fighter 3 01/97 $16.99 Prey 07/98 $18.99 Warlords 3 09/97 $14.9 
Diablo 02/97 $16.99 Joint Strike Fighter 02/98 $16.99 Privateer 3 09/98 $18.99 Wing Commander 5 01/98 $18.9 
Dominion Storm 03/98 $16.99 Journeyman Project 3 02/98 $16.99 Quest for Glory 5 06/98 $16.99  X Files Official Guide 04/98 $16.9 
Duke Nukm 3D Atomic 04/97 $16.99 King's Quest 8 08/98 $16.99 Rebellion 04/98 $16.99 X-COM: Apocalypse 09/97 $16.9 
Dungeon Keeper Gold 03/98 $16.99 Land Lore 2 12/97 $14.99 Red Baron 2 02/98 $18.99 X-Com UFO Defense 12/94 $16.9 
Dungeon Master 2 08/95 $16.99 Leisure Suit Larry 7 11/96 $16.99 Return to Krondor 01/99 $16.99 X-Files 06/98 $18.9 
East Front 12/97 $18.99 Links LS 98 07/97 $16.99 SWAT 2 05/98 $16.99 X-wing vs Tie Fightr 01/98 $16.9 
Elder Scrolls 2 10/96 $13.99 Lords of Realm 2 02/97 $16.99 Sid Meiers Gettysburg 11/97 $18.99 Zork: Grand Inquisitr 12/97 $15.9 

COMPUTER GAMES: ADULT 

2069 Oriental Sex Odys 11/96 $49.99 Devil in Miss Jones 12/93 $19.99 Glamor Girls 1-3 ea. 02/96 $19.99 Scissors N' Stones 02/94 $19.¢ 
Ace In the Hole 10/97 $39.99 Dirty Debutnt 6 Pk 04/96 $44.99 Heidi's Girls Exposed 07/96 $19.99 Sex With Jena 03/97 $42.¢ 
Adult Image Library 05/96 $19.99 _ Dirty Tricks 02/96 $39.99 Interact Seymore Bt 2 05/95 $48.99 Sex:The Game 12/96 $39.S 
Aladdin & City of Sin 04/98 $34.99 DivaX NJ 11/97 $39.99 Jade Palace 09/96 $29.99 Space Sirens 2 09/95 $34.¢ 
Arabian Nights 03/98 $39.99 Latex 02/96 $49.99 Strip Poker Pro 2 12/95 $39.9 
BJ Babes 01/98 $25.99 Diva X: Kaoru 11/97 $39.99 Max Sex 6 Pack 07/97 $36.99 Tabloid Beauties 12/94 $19.9 
Beverly HI Call Gris 07/96 $19.99 Domin-A-Trix 2 09/96 $24.99 Net Erotique 02/96 $19.99 Tokyo Nightlife 12/94 $48.¢ 
Busty Babes Hard Core 11/97 $36.99 Dream Machine 2 10/96 $49.99  Nightwatch Int 3 07/96 $39.99 Ultra Vixen 05/97 $49.9 
Cabin Fever 07/97 $34.99 Duke Screw'em 12/96 $49.99 Poker Party 06/95 $39.99 Up & Down Love 09/95 $29.S 
Celebrity Nudes 01/95 $19.99 Elite Amer Mdls2o0r3 04/97 $19.99 Porno Poker 12/95 $36.99 Vampire's Kiss 10/94 $36.9 
Club Royal 04/98 $39.99 Elite Centerfold Mod 1 0204/96 $19.99 Private Castle 11/97 $38.99 Virgins Vol 3 10/95 $29.9 
Crystal Fantasy 09/95 $24.99 Elite Euro Model 1-3 ea. 04/96 $19.99 Private Plsr Park 2 08/96 $49.99 Virtual Sex 2 05/96 $39.¢ 
Cyber Photographer 08/96 $29.99 Fantascenes 3 07/97 $39.99 Romsoft Six Pk 2 06/96 $29.99 Virtual Valerie 2 08/95 $19.¢ 
Dada House 02/98 $19.99 Femme Fatale 09/95 $22.99 Romsoft Three Pack 02/96 $12.99 Virtual Veronica 05/97 $48.¢ 
Deep Thrt Gris 4Pk 06/96 $49.99 Girlfriend Donna 12/96 $44.99 Ropes & Chains 02/96 $19.99 Wheel of Fantasy 08/95 $19.¢ 
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COMPUTER GAMES: WAR 


TITLE RELEASE PRICE TITLE RELEASE PRICE Title RELEASE PRICE TITLE RELEASE PRICE 
Achtung Spitfire 09/97 $39.99 D-Day Amer Invades 09/95 $39.99 Over the Reich 11/96 $25.99 Tigers on Prowl 2 12/96 $42.99 
Aegis 04/94 $19.99  Dcsve Battls of WWII 06/97 $42.99 Pacific General W95 07/97 $29.99 UMS 2 Planet Editor 03/92 $4.99 
Afrika Korps 08/98 $42.99 Defend the Alamo 10/95 $19.99 Pacific Tide 08/98 $45.99  V Victory Bundle 11/95 $28.99 
Age of S.9ail 11/96 $29.99 Panthers in Shadows 09/95 $42.99 V Victory MarketGrdn 04/93 $9.99 
Kide de Camp 07/94 $45.99 East Front Camp 03/98 $23.99 Panzer General 2 10/97 $37.99 V Victory Utah Bch 02/95 $9.99 
Aide de Camp 2 01/98 $44.99 _ Fifth Fleet 12/94 $39.99  Panzerblitz 10/98 $42.99  V Victory Velk Lki 02/95 $9.99 
Allied General 12/95 $19.99 — Fifth Fit Scen Mod 1 10/95 $19.99 People's General 10/98 $42.99 War Inc 10/97 $29.99 
American Civil War 06/96 $28.99 Final Liberation 11/97 $28.99 Prelude to Waterloo 10/97 $19.99 War in East Rostov 04/98 $25.99 
Banzai 04/91 $9.99 Fleet Med 04/91 $19.99 
Battle of Bulge 07/98 $42.99 Flight Cmmd 2 MB 08/95 $19.99 Semper Fi 02/98 $33.99 War inthe East: Crimea 04/98 $25.99 
Battlegrnd Antietam 11/96 $18.99 Flight Commander 2 01/95 $39.99 Sid Meier's Gettysbrg 10/97 $43.99 Warinthe East: lzyum 04/98 $25.99 
Batt egrnd Bulge 10/96 $18.99 Great Battles Caesar 03/98 $34.99 Squad Leader 12/98 $39.99 War in the East: Kiev 04/98 $25.99 
Battlegrnd Bull Run 05/97 $21.99 Great Battls Alexndr 06/97 $35.99 Stalingrad 02/95 $39.99 War in the East: Leningrad04/98 $25.99 
3attlegrnd Gettysbrg 12/95 $18.99 Great Bttles Hannibal 11/97 $32.99 Steel Panthers 10/95 $19.99 Wargame CS 3 Cmp 1 03/97 $12.99 
3attlegrnd Mid East 09/98 $42.99 Guadalcanal 08/98 $39.99 Steel Panthers 2 11/96 $19.99 Wargame CS2 SD12 11/94 $15.99 
3attlegrnd Shiloh 07/96 $18.99 Harpoon 2 06/94 $19.99 Steel Panthers 3 11/97 $26.99 Wargame CS2 SD13 03/95 $15.99 
3attlegrnd Waterloo 05/96 $18.99 Harpoon 97 11/96 $29.99 Steel Panthers Arsenal 05/98 $37.99 Wargame CS2SD14 04/95 $15.99 
3roken Alliance 12/96 $24.99 Harpoon Classic 10/94 $19.99 Steel Pnthrs 2 Cmp 1 04/97 $15.99 Wargame CS2 SD4 11/94 $15.99 
charge Light Brigade 02/91 $16.99 Line in the Sand 12/92 $9.99 Sti Pnthers Cmp 1-2ea 08/96 $15.99 Wargame CS2 SD5 04/96 $15.99 
cincPac Midway 10/94 $19.99 Mare Nostrum 07/93 $19.99 Stormin the West 04/98 $33.99 Wargame CS2 SD7 11/94 $15.99 
civil War Generals 11/97 $41.99 Nam 05/98 $24.99 TACOPS 98 05/98 $35.99 WargmeCS3w/Cmp1 06/97 $19.99 
slose Combat 2 11/97 $42.99 Napoleon in Russia 05/97 $17.99 Tank Resistance 2024 05/98 $39.99 West Front 09/98 $44.99 
close Combat 07/96 $38.99 Operation Crusader 07/95 $39.99 Third Reich 10/96 $29.99 Whistling Death 05/98 $40.99 
Susters Last Command 10/95 $28.99 $39.9 Tides of War 06/98 $36.99 Zulu War 09/96 $29.99 

BOARD GAMES | 
830 RR & Robr Brons } 12/94 $20.99 Caesar Civil Wars 12/94 $38.99 For The People 05/98 $43.99 Napoleon's Battles 12/94 $24.99 
\cross 5 Aprils 12/94 $23.99 Campaign to Stalingrd 01/95 $29.99 France 1944 12/94 $12.99 Operation Mercury 01/95 $27.99 
\dvanced Civilization 12/94 $25.99 Carrier 12/94 $27.99 Gettysburg 12/94 $15.99 Panzer Leader 12/94 $23.99 
Circus Maximus 12/94 $11.99 Give Me Liberty 04/95 $22.99 Pax Britannica 12/94 $18.99 
\dvanced Third Reich 12/94 $38.99 Civil War 12/94 $20.99 Golan to Sinai 09/95 $16.99 Rebels & Redcoats 2 04/95 $25.99 
\ge of Renaissance 12/96 $42.99 Civilization 12/94 $29.99 Hannibal 03/96 $32.99 Republic of Rome 12/94 $29.99 
\lamo 12/95 $15.99 Colonial Diplomacy 01/95 $42.99 Harpoon Box Set 11/96 $41.99 Rommel in the Desert 01/95 $27.99 
\lexanders Generals 01/95 $32.99 Crisis Sinai 1973 09/95 $25.99 Here Come the Rebels 12/94 $23.99 Sam Grant 02/97 $39.99 
\ntietam Campaign 08/96 $25.99 D-Day 12/94 $16.99 History of the World 12/94 $27.99 Samurai Swords 04/97 $38.99 
\rmies Carthaginian War 10/97 $11.99 Days of Decision 2 05/95 $42.99 Jena 10/96 $38.99 Siege of Jerusalem 12/94 $27.99 
Die Hanse 11/96 $39.99  Knightmare Chess 05/97 $13.99 Sink the Bismarck 12/94 $24.99 
attles Anc. World 2 05/96 $32.99 Diplomacy 12/94 $19.99 Spaceopoly 04/98 $17.99 
sattles of Alexander 11/94 $33.99 Drive On Moscow 12/96 $32.99 Last Blitzkrieg 03/95 $25.99 Stonewalls Last Battle 08/96 $25.99 
Eagle Empire Borodino 11/95 $29.99 Lee Takes Command 03/95 $22.99 Texas Revolution 05/96 $18.99 
sells of War 05/98 $42.99 Emperors First Battls 05/96 $29.99 Line in the Sand 01/95 $22.99 The New Acquire 06/95 $25.99 
slue & Gray 10/95 $25.99 Empire of Rising Sun 11/95 $41.99 Longstreet's Assault 01/95 $22.99 Typhoon! 1941 11/95 $37.99 
30rodino 414 09/95 $29.99 Empires in Arms 12/94 $27.99 Luftwaffe 12/94 $24.99 West Front 12/94 $44.99 
3reakout:Normandy 12/94 $23.99 EuroFront 11/96 $29.99 Mac Arthurs Return 01/95 $31.99 Wooden Ships Iron Men 12/94 $19.99 
sritain Stands Alone 01/95 $32.99 Fields of Glory 01/97 $19.99 Med Front 09/95 $29.99 

sritannia 12/94 $19.99 Flat Top 12/94 $29.99 Midway —__ 12/94 $19.99 World War One 09/95 $11.99 

fe he a3 Sipe ae = ee ee ea eS ee ae | = Fis = = ¥ 7] 
PLAYSTATION | NINTENDO 64 | 

\lundra 01/98 $42.99 Mortal Kombat 4 06/98 $62.99 Banjo-Kazooie 06/98 $54.99 Legend of Zelda 09/98 $79.99 
sreath of Fire 3 05/98 $43.99 NFL Quarterback Club 98 06/98 $44.99 Castlevania 64 09/98 $69.99 Mike Piazza Strike Zone 05/98 $64.99 
,&C Red Alert Retal 08/98 $46.99 Ninja 08/98 $44.99 Chopper Attack 06/98 $62.99 Mission Impossible 05/98 $72.99 
/olony Wars 2 Vendetta 09/98 $46.99 Other Life Azure Dreams 06/98 $58.99 Conker's Quest 04/98 $56.99 Mortal Kombat 4 06/98 $79.99 
Jeath Trap Dungeon 04/98 $44.99  Populous 3 07/98 $46.99 Contra 64 06/98 $69.99 NBA Courtside 04/98 $52.99 
Jiablo 03/98 $43.99 Road Rash 3D 05/98 $43.99  Cruis'n the World 09/98 $54.99 Quake 04/98 $61.99 
Juke Nukem Time Kill 09/98 $42.99 Saga Frontier 03/98 $38.99 Doom 64 Absolution 06/98 $74.99 Quest 64 06/98 $69.99 
‘lemental Gearbolt 05/98 $43.99  Silhoutte Mirage 08/98 $43.99 Earthbound 09/98 $69.99 Street Fighter 06/98 $69.99 
‘inal Fantasy Tactics 01/98 $40.99 Tactics Ogre 05/98 $45.99 F-Zero 64 06/98 $62.99 Superman 64 05/98 $72.99 
iranstream Saga 06/98 $44.99 Tecmo's Deception 2 05/98 $45.99  GEX2 08/98 $69.99 Tomorrow Never Dies 09/98 $66.99 
Jardball 6 06/98 $44.99 Tekken 3 04/98 $4499 GT Racing 06/98 $56.99 Turok Dinosaur Hunter 2 08/98 $76.99 
egacy Kain Soul Reavr 10/98 $46.99 WWF Warzone 07/98 $42.99 Int'l Super Soccer 98 07/98 $66.99 WWF Warzone 07/98 $64.99 
unar Silver Star Story 09/98 $43.99 WarGames Defcon 1 06/98 $46.99 Ken Griffey Jr Baseb! 05/98 $54.99 Waialae Country Club 07/98 $53.99 
Nega Man Nova 05/98 $42.99 Warhammer 2 Dark Omen 04/98 $44.99 Legend Mystical Ninja64 05/98 $59.99 World Cup 98 05/98 $60.99 

COMPUTER GAMES: BUNDLES | COMPUTER GAMES: ARCADE = | 

‘th Guest 1 & 2 Bndle 03/97 $36.99 Fighters Anthology 09/97 $46.99 3D U Pbil Creep Nght 09/96 $36.99 Frogger 11/97 $38.99 
\ir Combat 1942 Gold 03/95 $19.99 Five Ft Ten Pk 1-2 ea 06/94 $19.99 3D U Pbil Lost Cntnt 11/97 $34.99 Grand Theft Auto 03/98 $42.99 
> & C Assault Pack 10/97 $32.99 Forgottn Realms Coll 04/97 $26.99 3D Ultra Pinball 09/95 $29.99 Lode Runner II 08/98 $36.99 
, & CRA Domintion Pk 10/97 $54.99 Heroes M&MCompend 10/97 $37.99 Abe's Odysee 11/97 $38.99 South Park 04/99 $43.99 
;onquer the Universe 04/97 $19.99 — Intrply Ult Strt Arch 06/98 $29.99 Addiction Pinball 05/98 $25.99 WWF Wrestling 3D 06/98 $48.99 
jurse of Monky Isle Bnd 05/98 $45.99 Mech 2 Titanium Tril 04/98 $40.99 Asteroids 10/98 $39.99 Wild Streets 10/93 $6.99 
‘ast Meets West 03/98 $44.99 Realms Arkania Tril 10/97 $29.99 Balls of Steel W95 01/98 $29.99 X-Men:Children Atom 09/97 $19.99 
ye of Beholder Trigy 10/93 $25.99 Ultima Collection 02/98 $38.99  Choplifter 12/98 $44.99 Youngblood 07/98 $39.99 

COMPUTER GAMES: TRADITIONAL | 
: | FREE GAME OFFER! 

attleship 11/96 $30.99 Monopoly World Cup 05/98 $28.99 a 
soggle 10/97 $25.99 Origamo 04/94 $9.99 —E—E— EE———— . 
ridge Delux 2 W95 01/98 $32.99 Pictionary 12/97 $2999 |Spend the specified amount on any in-stock software and choose one free 
heserriantar BAGO 10/97 $37.99 Scrabble 09/96 $16.99 IBM game from the corresponding list. Request must be made at time of 
“ 11/96 $29.99 Shanghai Dynasty 12/97. $36.99 order. Offer good on in-stock software only, while supplies last. Limit 2 

pee per customer. Valid through 6/26/98. 

reat Fishing 03/98 $16.99 Simpsons Virtual Spring 10/97 $24.99 
tead Rush 09/98 $38.99 Sorry 04/98 $28.99 
loyle Board Games 02/98 $29.99 Star Trek Capt Chair 03/98 $38.99 |SPEND $60 — = 
loyle Casino 98 01/98 $29.99 Star Trek Game Show 04/98 $39.99 | BONG tl 4.5, Disciples of Steel CD, Elements 3.5, Origamo 3.5 
enga 04/98 $34.99 Stratego 09/98 $39.99 | Jutland CD, Return of the Phantom 3.5, Riddle Master Lu CD, 
ego Island 10/97 $25.99 Virtual Pool 2 DVD 04/98 $46.99 | cimon Sorcerer 3.5 
fake Your Own Opoly 07/98 $48.99 X-Files Unres Access 04/98 $28.99 |S$PEND $200 
Aastermind 09/98 $19.99 You Dnt Know Jack3 01/98 $28.99 | Air Combat Pacific 1942 3.5, Grandest Fleet 3.5, Star Trek Judgement 
Aonopoly Star Wars 10/97 $33.99 You Dnt Knw Jk XXXL 01/98 $34.99 ‘| Rites 3.5, Universal Neverlock 3.5 


lisa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release. availa 
ubject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. After 10 days the manufacturer's warrantee 
pplies. All sales final. S&H calculated on a per order, per shipment, and per item basis. The : dD 
ber order charge is charged once per order placed, the “per item’ charge is charged once 

or each item ordered and the “per shipment” charge is charged once for each shipment we | 
nake to you. For each US order $10.00 will be allocated to a 12 issue subscription to com- | 
juter games Strategy plus. Call for details. 


bility, ship 


Per Item 


Standard 
U.S. Mail 
7-10 Days 
Per Order $1.00 
| Per Shipment $1.25 
| 
= 


$0.75 


Priority 


U.S. Mail 
2-3 Days 
$2.00 


31.00 
$1.00 


ping times & offer not guaranteed & are 
Express Expres Mail To Mail To 
Canada The World 
2 Day 1 Day 4-7 Days 7-14 Days 
$2.00 $2.00 $2.00 $2.00 
$5.00 $13.00 $2.00 $2.00 
$1.00 $2.00 $2.00 


$6.00 
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Up to 3 times more power! 


2 Now! MEGAMoaster” dual cord feature 
= Aceeleretes Gide (Veodeu, Yoodas2}, 
Birest30* end DpanSt* 


or an FREE INSIDE! 
;, a 


‘DIAMOND MONSTER 3D II’ This 3D add-on upgrade card works with 
your existing 3D graphics card or 2D/3D combo card. Using the next gen- 
eration 3Dfx Voodoo2 chipset, it simply blows away every previous stan- 
dard of performance. Features include texturing and explosive speed at 
over 60 frames per second! Includes free games (8meqg): Special Edition 
Star Wars Game Pack, Heavy Gear Full Version, Tomb Raider 2 Special 


Edition, and lots of demo games! API Support 
eee Direct 3D * 
Diamond (Hardware) gs: MinigL* 
Release 3/98 Glide 5 
PC 12 megs. | (Voodoo, Voodoo2) | 


‘DOMINION STORM’ features pre- 


tions up to 1280 X 1024 and a 
myriad of units and vehicles such 
}as multi-legged giant bots. 
| Players must explore and conquer 
the Phygos System as a Human, 
Scorp, Draken or Mercenary. 25 
missions. Multiplayer options 
include head-to-head modem and 
network play. 


Eidos (Strategy) 
Release 3/98 
PC CD 


‘STAR TREK: SECRET OF VULCAN 
FURY’ Six new Star Trek adven- 
tures that will take you and the 
Original Enterprise crew — (Kirk, 
Spock, McCoy, Scotty, Sulu, 
Chekov, & Uhura) deep into the 
| mysterious past of the Vulcan and 
Romulan races. Enemies & allies 
both old & new, play pivotal roles. 
Players will face challenging 
obstacles, thought-provoking 
puzzles, & strategic dilemnas. 
Interplay (Adventure) 
Release 3/98 
PC CD 


‘BALDUR'S GATE’ is set in the leg- 
endary Forgotten Realms cam- 
paign world. Uses a transparent 
interface an gameplay that uses a 
real-time modification of the ADD 
rules system. There are over 60 
monsters to fight, you control a 
party of six each with unique 
abilities and personas. 


. 
. 
Gey 


crisepiesae BE: 


Interplay (Roleplaying) 
Release: 8/98 
PC CD 


‘UNREAL’ In one seamless flow- 
ing world, race across vast out- 
door and indoor environments, 
enter enchanting cities and mys- 
terious temples. Fierce, fully 
polygonal enemies, Al, & an arse- 
nal of incredible new weapons. 
Use this action/shooter’s easy to 
use object-oriented level-editor to 
design your own levels. Single & 
multiplayer modes. 


GT Interactive (Action) 
Release: 5/98 
PC CD 


mea ‘WORLD CUP 98’ features all 32 

hae, teams competing this year, plus 8 
additional & 16 “classic” teams, in 
| 10 World Cup stadiums. Four 
| real time game tactics” & 
| enhanced offside logic. Dynamic 
weather & _ field condition 
response, one-touch passing, 
handicapping system, & cere- 
monies. 


EA Sports 
Release: 5/98 


ee PC CD 


The industry responds 

Regarding your review of Deadlock II [CGS+ 90], it 
is vital to note that the Al not attacking was a bug. 
It was introduced at the end of the testing cycle 
and unfortunately was not found. The fix was 
added into the editor patch and was made avail- 
able soon after the game shipped. Online groups 
and magazines were notified of the bug and then 
also when the patch was posted. 

While obviously we all wish that this did not 
occur, it is incorrect to review the game as if hav- 
ing an Al that does not attack was the way in 
which it was designed. Please try it with the patch. 
It does attack, and is quite capable, and then mod- 
ify your review as you see fit once you have played 
the game as it was intended. A bug in the Al 
should be treated no differently than a bug else- 
where in the program. It shouldn't be there, but it 
was not intentional. 

Joe Minton 
Cyberlore Studios, Inc. 
Developer, Deadlock |! 


Tom Chick responds: “I hadn't heard that the lack of 
attacking was a ‘bug’, and | had spoken with at least 
two of the testers and one of the marketers on 
NetAccolade. That's a pretty serious thing for QA to 
miss, and particularly unfortunate to go unnoticed 
before the game shipped... 

“However, Deadlock II post-patch is twice the 
game is was when it was released. The Al is indeed 
formidable, and does a great job of keeping an eye 
on the victory conditions and mounting efficient 
combined-arms attacks. This is definitely one of 
those cases where the game would receive a 
markedly different review after the patch, which 
makes it all the more tragic that Accolade didn't sit 
on it a couple more weeks before shipping.” 


John Altman’s review of Sega Touring Car 
Championship [CGS+ 91] has to be one of the 
worst “bad” reviews I've ever read for a product. | 
have no problems if a reviewer doesn't like a prod- 
uct. But, if you don't like it, at least provide some 
constructive criticism. 

Comparing an arcade racer to destructive 
shooters like Carmageddon or Interstate ‘76 is out- 
rageous. This game has received decent reviews 
from other publications. 

To be honest, it’s obvious that 1) John did not 
play the game more than 30 minutes; 2) John is 
not a racing fan; 3) John has a fixation with first- 
person shooters. 

Marcus Matthews 
Sega 


John Altman responds: “I didn’t know | was required 
to provide ‘constructive criticism’ when reviewing a 
game. If Sega would like some in the future, perhaps 
we could first work out a rate. And the fact the game 
got some decent reviews only proves that standards 
elsewhere are low.... 

“As to my fixation with first-person shooters... it is 
true that | have a recurring dream in which | am the 
guy from Doom and my mother chases me around, 


throwing flaming spears and wearing diapers; does 
that mean anything?” 


Console envy 
What is with this “holier than thou” attitude dis- 
played in your magazine's review of Turok: 
Dinosaur Hunter? Is it really that big a deal that “a 
$150 console system could do a better 3D shooter 
than the mighty PC?” Turok is a great game, and if 
it had been made exclusively for the PC, I'll wager 
your magazine would have given it rave reviews. 
Instead, you have elected to cheat your maga- 
zine subscribers out of a wonderful game simply 
because you don't like the fact that a console 
game can be as good as a PC game. Get off your 
high horses and give Turok the acclaim (no pun 
intended) it deserves. 
Daniel Ransbottom 
Via e-mail 


Steve Bauman responds: Actually, that whole open- 
ing was a joke, hence the exaggerated tone. As to the 
whole PC vs. console argument, any purpose-built 
machine, such as a console, should be able to out- 
perform a general-purpose machine, like a PC. 
However, | have seen Quake II, and Turok, I’m afraid, 
is no Quake ll. Nice dinos, though. 

Now if you want to talk about the N64’s 
GoldenEye, that’s a superior single-player 
3D shooter... 


Mad as hell 

| paid over $50 dollars for the incredibly bad game 
Descent to Undermountain by Interplay. Their ads 
claim it’s “the most revolutionary new AD&D com- 
puter game ever. Based on an enhanced, SVGA 
version of the award-winning Descent engine.” 

What a piece of crap. This game has the worst 
graphics, crashes, bugs, and dumbest Al, | have 
ever seen. | have just read Steve Bauman’s review 
in the May issue and think he’s very kind giving 
the game one star—I would have given it minus 
two stars. He deserves the Purple Heart for just 
having to play this game. 

If Interplay had to offer a money-back guaran- 
tee, this game may have never seen the light of 
day, but they know that the consumer has no 
recourse once they buy a game. Sue a software 
company for a faulty game, it’s about time! 

Steven Mrozinski 
Via e-mail 


Your April issue [CGS+ 89] is full of reviews of bad 
and average games. When are the game compa- 
nies going to start concentrating their available 
resources on churning out only decent and origi- 
nal games? It’s sad to think about all the wasted 
effort and talent, and of the potential gamers who 
will be lost because they buy that crap game in 
the sexy box in CompUSA, Walmart or wherever 
and decide that gaming sucks. 

This begs the question, why do the stores stock 
the crap as well as the cream? Maybe if the stores 
adopted the same policy about games as they do 
about other products, they would force a change 


in attitude from the publishers. The gaming indus- 
try seems to follow the movie industry example, 
one of the lousiest ones around. 
Ed McGuigan 
Quito, Ecuador 


While no one sets out to make a bad game, it 
happens. Think of it this way—bad games pro- 
vide the cosmic balance for good games. Besides, 
if bad games didn’t exist, we’d just have to invent 
them. —ed 


QuakeRPG 


Why won't RPG game programmers just write a 
scenario builder for their games? | love RPGs, but 
once | go through the whole thing, I’m done. | 
would enjoy the game itself a lot more if | could 
not only build my own scenarios but play other 
people’s scenarios as well. 

There is hope, | just downloaded a great game, 
called Blades of Exile from Spiderweb Software 
(www.spidweb.com). This kid is only 26 and writes 
one heck of a shareware game. The best part of it, 
though, is the scenario editor. Now you can 
design the whole game. And once you own a 
copy of the software you can play other peoples’ 
scenarios, just like you can in Quake. (Do you real- 
ize how many RPG players are out there? We've 
been playing them long before computer games 
were in existence). Sounds more profitable to me 
by making the game last longer. Wake up RPG 
world, get on the band wagon! 

John M. WahI Ill 
Via e-mail 


Actually, it would be more profitable to make shorter 
games more often, but we agree with your com- 
ments about Blades of Exile. See the review on page 
108. 


Forsaken freedom 
Your writer Tom Chick needs to get his terminol- 
ogy straight. In his preview of Forsaken [CGS+ 
90], he refers to “six degrees of freedom” as for- 
ward, back, left, right, up and down. Wrong. The 
term means movement along the three axes 
used to define 3D space, and rotation around 
the same three axes. Thus, he should actually be 
talking about going from two to three degrees 
of freedom, not from four to six (or maybe from 
five to six, since one assumes the three rotation 
types are available). 

David Duberman 

Via e-mail 


Actually, Tom exists in a different physical world than 
the rest of us, hence he is entirely correct. In his world. 
We forgot to translate that portion of the article into 
lingo for our physical world. -ed 


WE LIKE MAIL 


Send all correspondence to editor@cdmag.com 
Letters may be edited for space considerations. 


COMPUTER GAMES 
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CONTROL YOUR OWN DESTINY IN A NON-LINEAR 
FANTASY WORLD WHERE NOTHING IS PREORDAINED. 


a 


TATE SAE 
HAHAH 


oa 


ane" 


AiR He per onli 


arte Fore " z "a % 
aa ieee ll a a Re 


—s a% 


ee 


ae 


MAIN SAGA. 


a 
_asaampoor 


ryan’ 
mn 


“ae. 


Pe 


se, 
Bae iy 


sh 


we 


ey 


i 


Ba 


_ WWW.3D0.COM 


and Might and Magic are trademarks and/or registered trademarks of The 300 Company. © 1997 The 3DO Company. Ail rights reserved. 
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HE IRONFIST DYNASTY TOTTERS ON THE BRINK OF DESTRUCTION. EMBARK ON.A 
PERILOUS ADVENTURE TO SAVE PRINCE NIKOLAI’S KINGDOM FROM TOTAL RUIN. 

FROM THE DEPTHS OF THE DEEPEST DUNGEONS TO THE INTRIGUES OF THE ROYAL COURT YOU 
WILL LEAD A BAND OF ADVENTURERS ON AN AMAZING JOURNEY OF DEPTH AND INTELLIGENCE. 


CHOOSE WHETHER TO PLAY IN REAL-TIME OR i 
TURN-BASED COMBAT MODE. j 
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EXPERIENCE BREATHTAKING 16-BIT, 65,000-COLOR 
GRAPHICS IN A SMOOTH-SCROLLING, HIGH-RES 
ENVIRONMENT. 


800-251-9563 


| RATING PENDING 


